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EUROPA is now again the main hobby of Walter Luc Haas (Postfach, CH-4024 Ba- 
sel, Switzerland).- It nevertheless will get published irregularely, but - 
with your help - much more often than in the recent past. Contributing Edi- 


tors are the subscribers - which means, 
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these pages with that stuff you would like to read yourself and which, in 
your opinion, others would like to read as well. : 
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ven Swiss address) Karisruhe 707 55-757.- Unused German/Swiss stamps accept- 
ed, as well as SFr-, DM~, %-, S-checks (drawn on a bank of the appropriate — 
country); cash on your risk. 
Please, use in no case the German address given on the envelope of this is- 
sue: this. one is to be used only for those issues who get returned, because 


‘the addressee moved away in the mean-time... re 
THE LAST NUMBER of your current subscription is entircled; please, renew your 


subscription in times; thanks. 
ee tes Ol Bh. eee Oak: eo. 26 2h 328. 29 30 Bh 32- 33. 3s 35. Ge ae 
Se Tre enn nt en ee en An rR RN a A So TR 
EI ig 8 ae a ae | Old West Gunf Game, Once Upon a Time 
: f Nat in the West, Fantastic Wiliderlands: 
Oe  Metassums Os horny) Nate | Beyonde, Long March, Micro Fleet:Na- 
Q2 Chickamauga PBM (P Truesdell/O De- | poleonic & Cards, Overland Encoun- 
Witt) ters, There & Back Again, Next Ar- 
05 Spartan - A Look for the Tactical rivals Info, Black Hole, Trolls & 
Side (Michael Carmichael) , Trollkins, Scorpion Men & Broos, Ma- 
06 Sniper ~ Scenario 3A (Mike Patter- genta, Solferino, Mercenary, 19421, 
san) Sterbase Scenics, TD 21... 
Of Special Offer to Article Writers EDITORIAL NOTE 
08 Fortress Rhodesia (Jan van Reek) Well = would you have expected to 
31 Rules Querics, Errata and so... see it again? Anyway - here it is - 
12 Mukden 1905 (Rian van Meeteren) a relatively short issue - but, as 
14 Yugoslavia (Andrew L Nelson) I believe, a real new start (with 
16 Conquistador (Torbjérn Alm) your support?). é 
12 The Lost Art of Wargaming {Tom Ole-| This issue is nat typical for E+ no 
Sen) letters, no short opinions, no ar- 
17 The Golden Treadmill (Nicky Palmer) eres on SF/F, nothing on othes 
; zines, etc ete: but for these parts 
18 Final Note {concerning E 18 and I would need more updated material 
the following addendas) first. However, there are still sa0- 
19 Pages OLA) Sen oiek Bathe wor me articles deft in my box: I cer~ 
parts of "CHeasehole News" and/or tainly will publish most of them, 
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Towers for Tyrants 
& Sorcerors, D of Bear 2, Refe- 
Map Modules 1, Realm of Yolmi, Ru- | 
of Doom, ArdGrim Treasures Pack, 


Legacy, Strike Team Alpha, Nebula 19, | 
Collodian Conspiracy, Counters/Hexpa- | 
pers, Adv Fighter C, MigkKillerExp, No- | 


rad, 


sino, 


Kaiserschlacht, El-Alamein, Cas- 
Ardenne, Old West Gunfight Rules, ; 


but I would prefer ta spice the is- 


B: 
AW sues with some more recently writ- 
Advanced D&D Players Handbook, Adv D&D | 
Modules [Li-3, G1-3, Age of Chivalry, 
Balastor's Barracks, 
Swords 


ten articles as well. 


(ef p Tye 


What did I do all this time? I ob- 
viously built up E-Hobbies (near ta 
1000 titles now) - I have published 
1600+ pages "Bumm" (Dippy) - 440+ pa- 
ges "Joker" = 150+ pages of "CHeese- 
hole News"... So what? 
The future? I have started to redu- 
ce "Bumm™ ~ will change the style 

of "Joker" (issue 7 to be out soan)- 
and E should get the prominent pla- 
ce again which it peect as 


E 1s 3 > 
CHICKAMAUGA PBM (Paul Truesdell/Union vs Omar L DeWitt/Confederate) 

Union : ae 
BE Oe Us ee BS De Be 08 Ob 20 i dt ie ee 


Ol: 1416 1316 1315 1314 1213 0612 0309 0506 0405 0502 0502 O502 0502 0502 elim 
02: 1320 1320 1218 1316 1213 0612 0309 0607 O507 0507 0507 O507 0508 0311 exit 
Uae Sele Lots. Pel seksm 
O42 1612 1611 L606 1509 1704 elim 
O53: 1414 1514 1413 1313 1206 0906 0706 0604 0503 0502 0502 0502 0502 0502 elim 
06: 1216 1313-1317 1113 1207 0704 0704 0601 0501 0501 0501 elim ene: 
Gp Ta2s 2119 Lato Late W229 1358 1318 1284. 10LG. O7Le: BAe Gets DAdG Otte fae 
O08: 1221 1320 1319 1316 1316 1214 0914 0312 O107 0403 0404 0404 0404 0404 exit 
OP LoVe Tel LeOr 25ik S4an0 ela 

ici2o Lens Leo. eee Lele Tate. eS 6 baa - 
die ch325 bIZSL22L L220 1219. 1318 13L8- 1214 2214-0913 C8lLS O62 0512 053 soe 
een BO4 A307 L6ti 2608. 1A0T slam 


13: 0805 1407 1807 1707 elim 

14: 1709 1910 1809 1407 1505 1002 0902 elim 

15: 11261022 1217 1318 1316 1215 1016 O717 O717 O717 0616 C517 C517 -0416 
16: $I27 O25 1925 2324 L122 1216 elim 

ces 1325 1323 1222 1323 1121 1015 0513 0109 0205 0402 0402: 0402 0402: exit 
cee) 1225 1021-1116 1111 0912 0911 0810 O709 0609 0311 0409 0212 0212 exit 
19: 1325 1323 1222 1323 1121 1216 0813 0221 0106 9402 0402 0401 0401 exit 
20: 1027 1325 1325 1424 1323 1119 0914 0312 D507 0507 OS5S07 0508 0309 exit 
nr ~ SERS 1018 2209-132 2242 Tie USI Berl O84. OTE Wetoeenre eee 
Bet Uyes 0820 125 132 1212 3213 1119 1113 O913 O81? 0612 0512 Usieee se 
23a: 0727 0922 1021 1221 1119 0914 0312 0107 0403 0401 0402 0402 0305 6107 
24: 0726 0921 1116 1316 1214 1112 0914 0914 0915 0814 elim 

25a: 0728 0822 1021 1221 1016 0612 0110 G305 0404 0404 0404 0404 0404 exit 
26: 0724 1019 1119 1117 0713 0310 0108 0304 0302 6302 0302 0302 0302 0303 
21: 1424 1323 1222 1122 0921 0523 0221 0520 0519 0214 exit 
282 1326 1022 1016 0612 0309 0408 0213 0514 0514 0514 6413 
20: 1226 0923 1222 0921 0523 6221 0520 0519 0214 0213 exit 
3Ue 1127 1123 1017 0713 0310 0608 0312 0509 0510 0211 exit 
les 1027 0822 1018 0813 0211 0106 0401 O501 0501 0501 0501 
ee 1226 0923 1121 0921 0523 0221 0520 0519 0214 0213 exit 
gay 1127 1123 1017 0713 0310 0608 0608 0509 0309 0111 exit 
34: ' 1027 0822 1018 0918 O717 O719 0619 O215 0313 0512 0411 
aon 1325 1022 1016 0612 0214 0618 0618 0214 0212 0212 0309 
36: 1424 1325 1124 0722 0721 0720 0720 0520 0519 0418 
eyo 1125 1121 1122 0921 0923. 0721 0920 0519 [914 exay 
38: 0623 1119 1016 0918 O717 O715 elim 

39: 0223 0616 0618 0214 exit 

40: 1126 0722 0721 0720 0720 0520 0519 0418 
Units: Ol: 1/1/XIV(5), O23 2/1/XIV(5), G3: 3/1/XIV(5), O04: 1/3X1V(4), Bae af 
ADS); 6s 3/3/X1VE5), Qf: Wilder(8), ae S D/A/ XIN (BY. 09: 1/2Cav(5), 10: 1/1/ 
XXI(4), Ils 3/1/Xxi(4), 12: 1/1/Res(6), 1a: 2/i/Res(4), 14: geeriees cae 

ee Le KIN (CS ), LG 2/275 E Va Ss Ts 3/2/X1V (5 5S) LBs XIVATECS), 292 9/47 x1 yee) 
A / 27 XKT LA) 2/2/XXx i. BOs TS OV MTS Car tae x1 (4), 243 213 RIE; 


253 3/3/XXI(4), 
Pees ay ARG). Obs 3/1/XX( 
32: 1/3/XX45), 33: 2/3/XX( 
dbs Cav ( 4 jo ays 27 iCawt 
39: Train.- AD: “2/2Cav(4). 


Note: After having published a lengthy article on sinlhcg ca ees of "Chi- 
Ckamauga” in my German written zine "Joker" (2,37-45), Paul sent me these pbm- 
‘game~notations, to show, how an actual game weld work. I first planed to pu- 
blish it in J, but (as a very last minute decision) I now felt that it might 
interest E-readers much more (and the interested J-readers will find it here 
anyway): I hope none of the two players minds. And I hope, I got everything 
correctly. Any comments from somebody who replayed it? 


ee 

29s 1/2/7XK{5), 
3/3/XX{5), 
Steaua 


22 SRG 3 BL2 3/2/%X(5 Spe 


( 
(5 
(3 
) 30: 
gos AXArty( 3). 


» gai 
» 38s 


Evie 


Te Re SP Oa eS 


Z2/2/XR1 Vs Jackson =!221,.\Dr ta li10, no advance: 


Confederate 
Gey G24 Oa Ge Poe tie By“ ps oY «eh PON 

Forrest 1812 1811 2009 1710 1508 1106 0902 O701 O702 oO702 O702 0702 
scott 2011 2110 1908 1908 1507 1106 1002 0702 0601 O7O2 O702 O7OL 
Harisn 2023 1920 1418 1218 1118 1014 0814 
Morgan 2024 299 ME2O LOL iS OS sO Baa eee 9 
Rodney 2029. 20> 2b keen Ay Gs 
Armstr 2110 2009 1905 1707 1503 1104 0903 O801 O701 O7O01L O7OL1 
Crews 223) bo? Be) SA fed 6 BONER SL OUAS sO fale 
Davdsn 2110 2008 2003 1604 elim 
Russell 2026 1921 2015 2010 1508 1203 0801 C701 
Arty! 2024 1919 1617 1616 1616 1616 1318 1218 1115 1016 0914 
Arty 2 2023 1720 1619 1619 1619 1619 1317 1318 0918 0918 0914 
Arty 3 1817 1517 1617 1518 1616 1616 1616 1318 1318 0918 0914 O716 
Gracie 1524 1522 1420 1419 1419 1419 1418 1218-1119 1015 0814 0615 
Andrsn 2025 POZO LTS Lol 146 elim : 
Deas 2026 1921 1519 1517 1417 1416 1316 1216 0916 0815 0615 
Mnigalt 2027 1922 1519 1519 1418 1517 1216 1217 0916 0815 
Deshler 1928 2022 1817 b418 1320 1320 1119 1118 1014 0915 O716 
-Eowor L717 1516 1614 1513 1510 1206 0902 elim 
Gist 1617 1417 elim . 

Polk 922 1519 1517 1416 1515 1414 1414 1413 1313 1112 0912 O810 
Wood LOA Gayo Bo Was: Pe ee ALA Sy ee I Ee Oe Uee8 
Adams 1526 1425 1525 1625 1625 1525 1325 0923 0822 0818 O717 
Andrsn 1521 1421 1421 1420 1420 1519 1517 1216 £217 091% 0818 GB17 
Bates 1724 1821 2016 2011 1509 1006 0905 0704 0604 0505 0605 0605 
Brown 1525 .1523 1523 2423 142] La2h Taek 0920 0720 elim 
Clayton 1726 1622 19168 1914 1809 13907 OBES O705 C605 0505 O706 O706 
Gregg 2015 2111 1908 1809 1507 1103 0901 O701 E702 6703 0703 O7D4 
Helm 1526 1425 1525 1625 1625 1525 1325 0923 0822 0618 O71L7 
Jackson 1518 1615 1514 1413 1412 1413 1009 1204 0906 O704 0804 90604 
Kershaw 1520 1520 1420 1319 1421 1321 1321 1220 1121 0818 
Law 1519 1518 1518 1427 1515 1513 1312 1206 0805 0705 0603 0604 
Liddell 2519 2316 1914 1712 1509 1006 0806 0707 O607 O707 O7O8 O708 
McNair 1915 2010 1907 1907 1703 1103 0903 0702 O703 0603 0509 0603 
Smith 1421 1421 1421 1420 1420 1320 1320 1019 1019 0921 0920 G817 
Trigg 1525 1523 1523 1421 1419 1419 1518 1316 1216 1013 0813 1019 
Wilson 1817 1517 1515 1414 1414 1415 1415 1413 1313 1112 1012 Gs8i1i 
Withll 2518 2016 2011 1710 1508 1205 0906 0704 O702 0603 0504 0603 
Wright 2518 1516 1614 2513 1412 1321 1207 0804 0705 0605 05050605 
Benning 2016 1914 2009 1610 1410 1207 0806 0707 0807 ODBO7 0707 1107 
Fulton 1917 1615 1514 1412 1413 1411 1210 0906 0703 8707 O7O08 O707 
Himotny. .LSLo- 1518) (Sle: 28 LA? iSiG ted JAI Tie eee Ore eae 
Kelly 1624 2524 1524. 3429 1523 1523 1423. 1327 0925 Of2e 0920 0621 
Maney 1915 1714 1513 1412 1514 1412 1312 1111 1008 0909 0709 07G8 
Rbrtsn 1914 1911 1907 1907 1705 1304 1205 O801 9701 O701 O7Gl 
Strahl 2015 1812 1811 1611 1411 1210. 1205 0902 0902 0802 0703 8782 
Stovall 1625 1524 1423 1523 1523 1423 1322 1121 0917 O816 0818 
Union Attacks (rule 11.0 used) 

afl: Wilder, 2/4/XIV, 2/1/XIV, 3/1/XIV, 3/3/X1V, XXI/Arty 8, Gist = 
Gist elam, 3/1/XIV exch; no advance. 

3/2: 1/2 Cav, 2/2 Res vs MoNair = 2:1, Dr to 2009; no advance. 
4/1: 2/1/Res vs Gregg = 1:1, Dr to 1808; Res advances. 
Af2: 1/1/KXIV, 2/3/XIV vs Eulton = 1:1, Ar to 1213, 1312; 

5/1: 2/72/Res, 1/3/KIV ws Davidson = 3:1, Ex (1/3/7XIV)> ne advance. 
B/22 A/A/KING, B7e/KIV, 2/200 IN ys 1/27 OM C/A R® VS Stovelly Relig: = 
to 1523 

5/3: XX Arty vs Helm, Adams = 1:5, Ar 

6/42 1/2Cav vs Stratos Tl, Ar to 1409. 
ae Can. GUC A&G laekesnpncs Dad De to 1311. oo: advance. 
T/1l: 2/2Res vs Gregg = 1:1, Ar to 802, no advance. 


ae 
0702 
0701 


0720 
0714 


0714 


ayaa ai 


D9LA 
0914 
0716 


0615 


0615 


O716 


O70 
0608 
DPE 
O718 
0506 


0705 
Seger 
O71L7 
0604 


O507 


0707 
0603 
Of18 


O720 0 


O712 
0603 
0506 
1002 
0804 
0710 
1016 
C707 


0702 
BB21 


Sey 


Gy 


14 
0702 


O719 
0615 


0714 


O7OL 


Urs 
G(ea 
0813 


0813 
Dai4 


0814 


D610 
0509 
0616 
0617 
0406 


0604 
D602 
0616 
0602 


O307 


Ho advances. 


Der 


Boks 4 


T/3: 1/2/K1V >) V/1/RX1, 3/4/K1V, 2/2/XV ve Anderson = 3:1, Ex 1/1/XK1,. WALI 
10/1: 3/3/X1V, 27 a7 KA, P/I/XIV,. XXTArty vs Seott = 3:1, Dr to 72; Advert 
S/S KL. Ue sne displ to 802). 

MA Pe PARES VOY LP eh eer ere, AiVArty vs Liddell = 5:1, Dr to 79%, 
no advance. 

1O0/3% 3/3/XX, Wilder, 2/2Cav, 1/iCav, XXArty ve Brown = 3:1, De, na advances. 
Li/is Wilder, XXArty, 3/3/XX, 2/2Cav, 1/iCav vs Kershaw = 6:1, De, noe adv. 

OP 37 2/ MM) SALPARE, VS, Eton = "2s, Ds te Ole; ne advance. 

Seidy Gh MING 27 Oe Ris CIE Xe Kener e ae (Seetde = 3s), Ce tari te adue 
Wifi 2/3/ XXL es Greoiet= 234, Ar post 5. 

W2G a2) or XK; ef 30/7 &hq KIN erty Ws. Liddell = 341, De to 708, no jadvente. 

12/2: 3/2/XX, 2/3/XIV, 1/1/X1V, XXIArty vs Sgott = 3:1, Dr to 701, adv 3/2/XX. 
Vaya P/O/XIY ve Gratie = 22a. De to, G4EG.. =~ advance of attacker, 

fb / ee. OS 2/1 RX pp BPSK KING. ILEPAIN, AX Aety vs, Scott, De, advance at 3/274k5 
$4722 2/2/KIN ws Gracie’ = bray Br te 0615, no advance. 

BAe BOI NK, 2/ ASKIN, YALL XRING, © Mkt aeky Ws Seett = 11, “Ext Sf27KR, 7 ea 
15/1: Wilder, 1/2/XIV vs Adams = 3:1, Dr to 0616, no advance. 

d572% S/3/KX, 3/27 *X1 Vs Wilson = 244, Av to U312, ne advance. 

15/3: 3/2/XX, XXTArty vs Forrest = 1:1, Ar to 0401; Forrest advances. 


Confoederate Attacks 
2/1: Robts/McNair/Armstr vs 1/2Res, 2/2Res = 1:1, Dr to 1809, McN advances. 


2/2: Gist/3Art vs 3/1/XIV = lil, Dr to 1217, Gist advances. 

3/1: Rbts/McNair/Greg/Scott vs 2/1Res = 4:1, Dr to 1707, Greg advances. 

afer Adams/Helm ve 2/27X1V, 1/2/XXI = Ltd, Ax te 1525. 

3/3: Maney/Jacks/Fult vs 2/3/XIV = 1:1, Dr to 1313, Fulton advances. 

4/1: Arm/Grey/Scott/Rbt/McNn vs 2/1 Res = 3:1, De, Scott advances. 

4/2: Benn/Strahl vs 1/2Res = 1:1, Dr to 1410, Strahl advances. 

A723: -Fulton/Mangy -ve2e/a/Xiv¥ = 1s; Ar to 1423, 2512; displ 1012, 

4/4: Wood/Polk vs 2/4/XIV, 2/1/X1V = ew he te, BALA 25: 

4/5: Law/Kersh/2Art/3Art ws Wilder = 1:2, Ar to 1419, 1517. 

S/i: Gregg/Scott/Wwth/Forr vs 1/1 Res = 3:1, De, Forrest advances. 

5/2: Lidd/Eet/Benn/Bates vs 1/2 Cav = 3:1, De, Ector advances. 

a/ a. Strahl/ dacks/Wright. ve 272/XX1, 3/2/AXi-= 1:1, De te 1212, deckson aay. 
Ride -Hmph/Desh/all Art vel Tate oe I:2, Arc to 1579, 1514. 

Gyo. Keli y/stuverl vel l475 = 1s, Av 2622 

6/1: Gregg/McN vs 1002, 2/2/Res = 1:1, Dr to 902, Greg advances. 

6/2: Bates/Liddell vs 0906, 2/3/XIV = 1:1, Br ta 0806, Bates advances. 

GA3e- WiisensAndran vs 1326 = Is1, Ar to 2414, 1518, 

by 43 Deas/Mnig/Jhety dnites Ve. Pg18-= "lek, ‘Ar £61416, Laie. 

T/L: Ector/Forr/McN/Armst vs 0802, 2/2/Res = 3:1, Ex Ector, Forrest advances. 
i/2: Clay/Benn/Lidd vs 706, 2/3/XIV = 1:1, Dr to 605, Liddell advances. 

ipoe Haon/Grac/dArty units vs 2318 a: %22,. Ae “to 1479. 

Loe, Welson vs 29L6 €3/4/KIV) = 2el, Ar ta 3414; Beas toe 2516. 

8/1: Forrest/Scott/Gregg/McN vs 0601 (3/3/X1V), Br te 501, Scott advances. 
8/2: Bates/With/Clay ve 604 (2/3/XIV) = 1:1, Dr to 504, Bates advances. 

8/3: Lidd/Benn vs 607 (2/1/XIV ) = 1:1, Dr to 0507, Liddel advances. 

Bas Brawh ve C921 (1/2,.1/ 9) = 13; Ae to O819, 

10/1: Forr/Se/Rbt/Arm vs 0601 (3/3/Xi Sete ET 2S os5ol, Scott advances. 
1/2: Batea/Clayivs O404 43/a72er)) = A Des 604. 605. 

1e/3* Ixiga/Crews/iArty ye 0919 (3/1, 3/2/XX1) = i, Dr to 0812, Trigg adv. 
10/4: Har/Des/Mor/Gra/Du/Mng vs 0915 (2/3/XX1) = 4:1, Dr to 0814, Gracie adv. 


10/5: Kersh/2,3Art vs O719 = 1:1, Dr to 0618 (Wilder), 0619 (3/3/XX); adv... 


1i/i: Forr/Sct/Robt/Arm vs O601 = 3:1, Ex Rbt, Arm; Scott advances. 
11/2: With/McN/Wri vs 0404 = a2, Ar to 603, 605. 

11/3: Lidd/Ful/Marr vs 0608 = 2:1, Dr to 509, Liddell advances. 
11/4: Polk/3/Morg/Tri vs 0812 = belo) Ae to ori Bere. 

11/5: Gra/Harr/Deas/Mng vs. O715 = 3:1, Ex Harr, Mng; adv: Gracie. 
Meee stave, Ta es. BFL) os le. ae be. UO, 


tee ae Pue/oe/ Seer roe vs 0601 = 3:1, Dr to 501, Se adv.~ 12/2: Rod/1.2A ve 612 
* 1:1, Ar to 0714.- 12/3: Dee/Gra/ bes /(Ad/ Hels aA Ve J616 =-3rl,- De to US17, 
Gra ais on DOs Ru/Se/St/For ve. UG0L = 3:1, Br to 05010 Feott- adv. ore 
Law/Wood vs 0508 = 1:1, Ar to 0406, O709.- 13/3: Dea/Gra ve O616 = 3:1, Dr to 
0517, Gra adv.-- 14/1: Ruy Ben/Pousiay ere vs 0601 = 4:1, Dr to 501, Forr adv.- 
14/2: Wil/Kel/A vs 512 = 2:1, Dr to 0411, Wil adv.- 14/3: Ad/And/Hel/Sm ve 
TS MES ais eid wail ste amNY 5a Aaah advances.-- 


E 18 ae 


"SPARTAN" — A LOQK FROM THE TACTICAL SIDE (Michael Carmichael) 


First for those of you that don't know the game. The game scale is 50 meters 
per hex, each turn is 3 minutes, and each unit equals from 100 to 125 men. 
The game sequence is 1) offensive fire, 2) movement, 3) defensive fire, 4) 
melee, 5) disruption removal. 
The CRT has results of D (disruption): the unit can neither move nor fight 
until this is removed in phase 5; SE: half of the units are lost and the sare 
vivers are disrupted; E: elimination: all units removed from play; Dot (.): 
units must continue the action till one side or the other is disrupted or 
eliminated - that is to say, that they remain in contact. 

Units stacked with leaders are never disrupted, et though the leaders do suf- 
fer, if the attack was a melee attack only. — 

Units included are FIRE-units: bow (BW), skirmish (Sk), oriental cavalry (OC), 
MELEE-units: malicia inf (MI), malicia spearmen (MS), professional spearmen 
(PS), professional pikemen (PP), light inf (LT), barbarian inf (BI), sword- 
men (SD) and light/medium/heavy cavalry (LC, MC, HC). 

LEADER units have combat bonusses of 9 points for a level-l-leader, to 3 pts 
for a level-4-leader. Level-l-leaders have a command radius of two hexes 
(units in command radius move normally, otherwise they move at half speed), 
level~4-leaders can only command units with which they are stacked. 

Units have a front and reat - when attacked from the rear the defender is 
halfed. 
Armies have a panic level: they flee when their losses reach a certain level. 
SD units attacked by cavalry defend at half strength. Cavalry units attacking 
a spear unit (MI, MS, PS, PP) are halved. All reductions in strength are cu- 
mulative. (If a PS unit would be attacked by a SD unit and another unit from 
the rear, then the PS would be halved and halved again: or a quarter strength) 
Cavalry attacked only by infantry can retreat before combat. The CRT effects 
only the defender, that is, nothing can happen te the attacler. 


Well, that is the basic system, but how to use it to plan your battle strate- 
gy, and tactics? 


First of all, you must examine your unit composition (MS, SD, SK, Lf, etc), 
and your stacking limit (depending upon which battle you play, units can 
stack between 2 and 4), your panic levels, and then you must do the same 
thing for your opponent's units. 
Now take a look at the victory conditions for the battle that you have selec- 
ted. Thoy will vary quite a bit from each other (battles included range from 
Marathon to those of Hannibal). "Spartan" has the most interesting battles 

of all the prestages games. Basically, the VCs are trying to capture a mark- 
ed hex on the board or panic your opponent's army and thereby gain vactory 
points ar sometimes merely prevent the other side from winning. 50 there are 
many (‘afferent kinds of victory: so make sure, that you don't forget what 

you need to have in order to win. I find it annoying when I 'win' because I 
destroyed his army, but lose due te the fact, that I didn't take that damn 
village that I needed to take in order to meet the VC. 


Try to always use your units to their best advantage. Use your cavalry against 
his SD units, use your SD units to attack his spear units, use your spear 
units against his cavalry, use fire units ta screen (to block fields of at- 
tack by using defensive fire) and use fire units also to disrupt the defender 
before your main attack. And last of ali, use your leaders for maneuver, that 
is their main job, giving you mobility. Their combat bonus should only be 
used for very important attacks or where you need tp protect your units from 
enemy defensive fire. 

If you have a cavalry superiority, then send a few LC points in a wide flank- 
ing move to his rear. LC ase just the right type of unit far this job: they 
are fast, weak, and don't have many VC points in case they are eliminated. 
When they are in his rear in the proper position they will, due to their 
speed, be able to attack almost any place in the rear of his line - thereby 
preventing the opponent from knowing where you plan to attack - and also not 
be eble to be attacked themselves, because they are so many hexes away. This 
will force the defender to teke units from his main line and send them to 

his rear, so that he won't be halved by being attacked front and rear. This 


is one of the nicest of maneuvers: you don't even have to attack in order to 
remove a lot of his units from the front, and if he ignores you, then you 
pounce on his back. Just by being there you are doing something, so don't 
think that they are waisted after he covers his rear: your few units threa- 
ten everywhere, but the strength that you ere using is very small. 


The name of the game is attack, attack, attack! That is the only way that 
you are going to destroy units, and the best way to destroy them is by at- 
tacking them from the rears Naturally, he is not going to just let you we*k 
around so that you can get at him. He is going to tLy EO Prevent. 

One method of preventing him from interfering is by pinning fam in plece. 
You do that by threatening a major attack to his front - if he doesn't take 
that seriously, then attack his front, if you can get many 4:1 and 3:1 at- 
tacks. If he stacks a little higher, sa that you can't get such good odds, 
attack at odds of 1:2 and 1:1 in order to pin him where he is. The weak at- 
tacks that you are making from the front are just holding him, so that he 
can't turn with enough strength to counter your strong flank attack. He will 
probably now throw in his last reserves leaving himself now helpless. As 
soon as you break his front anywh->e, you will be attacking all his units 
from front and rear. 

Also try to make sure you get the proper unit mix in your attacks, i.e. SD 
attacking MS, MC attacking SD, and also MS defending against MC. 

By the way, in the halding attack do keep a very small reserve there, so that 
. you can 'plig-up-the-holes' and continue the attack, because if your holding 
attack doesn't hold him, your main attack is going to be in trouble. 

In oder to take out his cavalry on the flank, use a combination of LC and 
infantry, so that he can't retreat before combat. This is also the best de- 
fensive tactic, when your opponent has the cavalry advantage: 1) Keep your 
cavalry protected, so that you can make LC and infantry attacks against his 
MC and HC, so they can't retreat, and must accept combat; 2) use a combina- 
tion of MS and SK to hold off his cavalry. 

There is one thing you should never ever do, and that is putting all your 
units into the attack. No matter how good it may look, you have lost control 
over the game (all your units are.pinned), if your opponent has even half 
the strength that you have: you are lost. 

One last point: don't worry about using a few turns to maneuver your units; 
you have plenty of time, and once you have gotten the upper hand by maneuver, 
he won't be able tao hold more than a few turns. 


((wlh. Rather basic? Maybe - but I agree with Mike who says that a lot of war- 
gamers, even of the experienced ones, too often forget about the simplest tac- 
tical and strategical considerations once they touch the die - and, don't for- 
get, there stili are some unexperienced players among us.)) 


MSNIPER" ~ SCENARIO 3 A (Mike Patterson) 


In early November of 1942, Hitler was convinced to release five battalions of 
combat engineers (pioneers as they were called) to eliminate all Soviet orga- 
nized resietance along the Volga shoreline. Maj. Josef Linden was placed in 
charge of the operation by pioneer chief Col. Herbert Selle. Among the objec-~ 
tives they were to take, were two mussian strong points. One, the Chemist's 
shop on the left side of a row of partially completed houses; the other, the 
Commissar's House, or 'Red House', several hundred yards west of the Chemist's 
Shep and somewhat nearer the Volga Bank. 

After midnight on Nov 9, the combat groups assembled in the Machine shops of 
the Barrikady tractor factory. The pioneers asked euestions about the build- 
ings in a brisk and business like manner. The pioneers were extremely confi- 
dent of success, because they were, after all consumate experts in street 
fighting and block clearing. S50, straining under the burden of satchel char- 
ges, shovels, grenades, and bandoliers of ammunition, they shuffled through 
the gloom to their starting points. 

Prior to jumping off time, a shattering explosion engulfed an adjacent room. 
Eighteen pioneers were dead from a Russian booby trap. The survivors were sud- 
denly subdued, fearful. 

At 3:30 a.m. German artillery fire passed over and down onto Russian lines, 
bringing their counterfire. When the German fire lifted, the pioneers moved 
onto open ground, lit by eerie flashes of gunfire. 
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The Chemist's Shop fell without trouble. But at the Commissar's House, the 
engineers had walked into a trap. Every opening had been sealed up by debris, 
and from tiny peep holes, the Russian shot with deadly accuracy. However, by 
the next morning, the Commissar's House was in German hands. 

Col. Herbert Selle had been fully confident that his pioneers could take the 
last bits of contested soil in Stalingrad. Within days, however, he knew the 
truth. The five battalion, numbering nearly three thousand men, had lost a 
third of their forces. Selle gave orders to collect the remnants of the bat- 
talions and form them into one effective combat group for further attacks. 
For Selle, Stalingrad was no langer worth the price. He felt the battle had 
degenerated into a personal struggle between the egos of Stalin and Hitler. 


Scenario 3 A is a historical reproduction of the German pioneer's attempt to 
' take the Chemist's Shop and the Commissar's House. 


Scenario 3 A: Stalingrad, November 9, 1942 
All rules for "Sniper" apply with the following exceptions. 


Block clearing scenario: One German Pioneer squad vs one (1942) Russian In- 
fantry squad. 


Russian: 1 MG, 3 MP, 6R; Panic level 3; Preservation level 30; 10 booby 
traps*; hidden deployment: add 5 dummies. 

Germans (pioneer): 2 MG, 2 MP, 2 FT, 9 R3 panic level A; Preservation level 
20; 10 satchel charges. 


* Optional bot.by trap rule: The ‘In the block! player may set booby traps, 
at the beginning of the game, in any building friendly troops occupy. Booby 
trap hexes are written down at the beginning of the game and not physically 
placed on the map until discovered. 

Once laid, a booby trap may not be moved until it is disarmed. 

Friendly soldiers may freely move through booby trap hexes. Enemy soldiers 
moving into a booby trap hex must stop an that hex and determine the traps 
effect. A die roll of 1, 2 or 3 discovers the booby trap; any other result 
explodes the trap. Booby traps use the satchel charge blast results table. 

A booby trap must be disarmed. Disarming a booby trap is an individual mis- 
sion, and can be accomplished in one of two ways. It can be blown in place 
with a satchel charge, or physically disarmed for later use by the player 
who disarms them. 

_ A die rell of 5 or 6 and the booby trap explodes during the disarming process; 
any other result and the trap is disarmed. 

The Block clearer may also lay booby traps at his discretion, using either 
previously disarmed booby traps or a satchel charge from one of his friendly 
soldiers. 

Setting a booby trap is an individual mission, and the trap setter must re~ 
main stationary and not panic while setting the booby trap. There is no risk 
in.setting the booby trap. 

For every booby trap successfully used against the Block clearer, the Black 
Clearer's panic level increases by 3ne, up to (but not including) the panic 
level of the player ‘in the block’; ; 

Example: German pioneers with a panic level of @ would increase their panic 
level by one for every trap successfully used against them up to a maximum 
of two. This is so, because the Russians have a panic level of 3. 


SreGbAL UFPERS. [DO ARTLULE WRETERS 


rincipially, I don't feel that people writting for a zine like "Europa", i.e. 
an uncommercial hobby-zine, should get any other kind of reward than just 

the one to see their article published and to support a zine which they enjoy 
themselves as much as the publisher does... 

However, after my long and frustrating period of silence and considering the 
doubts you will have whether now really a new period of publication will fol- 
low, I admit that something has to be done to encourage you to write some- 
thing. I can't afford to really 'pay' you samething, but maybe this helps: 
Limited until March 31 (and maybe prolonged later, we'll see) everybody who 
writes an article/review*of ca 2¢ (or more) pages (Europa pages, I mean) may 
order a game from E-Hobbies with a discount on the list price (postage has 

to be paid): 40% on a TSR/GDW/CGC~game, 30% on. any other game.(*: well done, 
of course...) No discount possible on SPl-games.- I hope, this helps... 
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FORTRESS -HODESIA (Jan van Reek) 
Introduction 


Durong British rule, Rhodesia or Zimbabwe was run like a business enterprise 
for the exploitation of the black labor, resources and plantations. By this 
relative independence the black government could rebel and form an indepen- 
dent state, when the majority was about to take over. Black political organi- 
zations during white rule have a long history. One can imagine, that the four 
million blacks are not happy about the suppression by 200'O00 whites, but so 
far guerilla warfare has been quite unsuccessful by lack of training and 
weapons. Guerilla warfare in Mozambique and Angola has shown however, that 

it can be successful under more favourable conditions. At this moment (({when 
Jan wrote the article - a long, long time ago... wlh)), guerillas are trained 
in Zambia and Mozambique. The white military seem to have a low opinion 

about the guerillas. With the Kaffer-effect they mean the poor handling of 
weapons by guerillas (Kaffer and apartheid are dutch words, what gives me an 
impression of their feelings). Most whites see blacks as lazy, dumm. and ug- 
ly boys and sisters, who need bosses. "Fortress Rhodesia" shows, how they 
will be teached a lesson. 


The game has 24 turns of half monthes from May to April. One should say from 
May 1977 to April 1978. Simulated ere the first and second phase of a gueril- 
la warfare: surprise raids first, and then the control of the country side 
and minor cities. 


Description of the game 


"Fortress Rhodesia" is designed by Michael J Raymond. The game has a small 
map of 20 to 18 hexes, 10 pages of rules, 3 charts, and counters. The phy- 
sics are kept poorly to keep the price low. I coloured the mountains brown, 
the rough terrain green, the lake blue, the main road red, and I added red 
stripes to the borderfor the distinction from minor roads. Then I glued the 
paper of the counters on blank counters with green on the inverted side of 
the guerilla counters. (Instead you could use the counters of "Dixie" for 
the first time). After one or two‘hours, I had a nice, little game. 


Simulated are only the warfare in Zimbabwe, and the supply bases outside. The 
small size of Rhodesia is misleading. In reality it has the size of England. 


The rules 


The rules are quite simple, but they should be read carefully, because they 
are different from other games. Important rules are: 

1) Sequence of play for both players: a) reinforcements and replacements (on- 
ly guerillas have replacements) ~ b) supply judgement phase - c) movement 
phase - d) combat phase. 

2) The supply range is eight hexes. Supply effects are only judged during the 
frier ‘ly phase b). Unsupplied units may not attack and their defense streng- 
thes and movement allowances are halved. 

3) The movement allowance of ground units: is eight MPs, the one of air units 
is unlimited. 

4) Guerilla combat units and dummies may move inverted; they are revealed du- 
ring battle. 

%) Combat units only have a zone of control in the hex, that they accupy. : 
When friendly units are in the same hex as enemy units, combat is mandatory. 
6) There are no stacking limitations. 

7) From game-turn 13 to 24 weather can influence Rhodesian air and road mo- 
vement: Four times no road movement bonus and two times no air operations out 
Cy Beat 

8) Rhodesian ground units are doubled or tripled in cities. All ground units 
are doubled in mountain or rough terrain. 

9) Undestroyed cities, air bases, chromium plant and supply bases have intrin- 
sic defense values. They can be captured and destroyed by enemy units. De- 
stroyed hexes can be repaired by engeneer units for the Rhodesians, and by 
guerilla battalions for the Guerrillas. 

10) Victory is decided by destroyed combat units and captured or destroyed 
places at the end of the game. 
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Cembat is resolved by the roll of two dice. At 1:1 the odds are about even 
for both sides. Higher odds are favourable to the attacker. The attacker 
hould be careful with 3:2 and 2:1, because he then risks to see his units 
liminated. Still,the oc’s are more favourable to the attacker than in the 
ealistic CRT of “War in the East". This seems realistic to me: man«to-man 
ighting in the jungle gives about equal chances, and surprise can be very 
mportant for both unexperienced and old fashioned equiped armies. 


Werilla strategy 
he guerillas cannot go right away to Salisbury. Actually, theycannot do very 
uch at first, because they start with five companies of two strength points 
and five dummies, only. While the Khodesians are reluctant to cross the bor- 
der, because it costs them victory points, not much happens. The guerillas 
maka an Ali-shuffle around Zimbabwe, and suddenly they strike against a weak 
point. The band should be quite strong, otherwise it is smashed right away. 
On the other hand, the guerillas can take chances, because they get replace- 
ments from destroyed combat units. 
A great time starts, when many reinforcements enter the game, and the Rhode- 
Ssians are affected by weather. Then, the guerillas can be split in, for Px= 
ample, three parts: two groups attack inside Rhodesia and one group act as 
a mobile reserve. Interesting targets are weakly defended cities and engeneer 
units. If there still are big Rhodesian forces, the guerillas cannot ge too 
far inside of Zimbabwe, or they will pe put out of supply first and destroyed 
later. ?T: y to keep the Rhodesians off balance until the end of the game by 
taking moderate risks with real and fake attacks. 


Rhodesian strategy 


At first, the Rhodesians have an overwhelming superiority. They can place 
forces on most of the valuable places. A good defense is possible against in- 
vading forces. It is tempting to destroy guerilla bases, but this will cost 
victory points, and Jater the bases. can be reconquered. When the big invasi- 
on comes, the only reasonable defense seems to be to surround the enemy 

units to make the attackers unsSupplied, and then to attack at full strength 
the next turn. The guerillas don't know, what the effect af the weather will 
be on the Rhodesians. Rain after an invasion is bad for the Rhodesian ner- 
ves. While their forces are slightly superior, the Rhodesians are in trouble 
during the second part of the game. 


Grand ¢trateqy 


M 


(Oh ee iy i 


ol 


alert reinf reple total 


Rhodesian infantry 22 16 -— 38 
Special troops #3 4 we Lt 
Air forces 25 _— —~ ZS 
Rhodesian total 54 20 _- 7A 
Guerillas 10 30 20 60 


The alert Rhodesian ground troops are only one poorly armed division compar- 
ed to a NATO division: they have no tanks and only the newest cavalry has 
real horses. However, Compared to the present guerilla forces, the Rhodesian 
army is strong. 

During the first phase of guerilla warfare there are minor guerilla invasi- 
ons. Real tension :s created during the second phase of guerilla warfare. 
There are big guerilla invasions, and the Rhodesians face the dilemma to ei- 
ther defend the citiers, or to counter attack if the weather allows it. I 
have seen Rhodesian players start in a good spirit, and suddenly they became 
quite nervous. An aggressive defense tends to be bloody. A common outcome 
is: Rhodesians 30 combat points left, Guerillas 10 CPa left, and two cities 
destroyed. In victory conditions this is a draw. 

The third and final phase of guerilla warfare is not simulated. It is clear, 
that the mopping up of the Rhodesian army will be simple with some help of 
Zambia and Mozambique. There have been speculations about Cuban assistance. 
{((Well - we know more about that by now...tut i suppose it is still interes- 
ting to see what Jan wrote some time ago:)) The effect of warfare as the 
strong arm of politics is shown. Rhodesia is politically isolated. The USA 
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has bought enough chromium. South Africa is reluctant of a second adventure 
up north. The Zimbabweans have growing Support to buidd their bases in Mozam-— 
bique, Zambia, and Botswana. After a bad experience with black South African 
mercenaries in 1967, they use their own peoples for the warfare. this way they 
get the necessary support inside of Zimbabwe. ‘hey consider the Smith regime 
as war criminals, who should just surrender. It can take one, two years of 
terrible bloodshed, before it is that far. 


Additions of rules; the designer's replies 


The rules ere simple and well written, but they are incomplete. Only some ad- 
ditions are necessary, because the game mechanics are basically correct. I 
wrote a list of questions to Michael Raymond, received his answers, and ad- 
ded some comments: 


i) Is @ll terrain outside of Rhodesia clear? - No, bet it is not important 
- in the scope of this game. 

Mike: "I agree with your answer. Later, I intend to publish an extension of 
‘Fortress Rhodesia’! which will include a new map with Zambia, South Africa, 
and other nearby countries and new counters for the neighbouring armies.” 
Comment: A second edition will have at least one buyer... 


2) What is the influence of the armies of Zambia and Mozambique? They might 
be used after one year during the third stage of the guerilla for the mopping 
up of the remaining Rhodesian army. So they are beyond the scope of the game. 
Mike: "I agree." 


3) The mast south-western hexside of the Lake is passable for all troaps. 
Mike: "Yes. 


4) What is the effect of the blacks in the Rhodesian army? They will be 'demo- 
readaged'’ Sion: rte ie. as 

Mike: "Morale seems to be high in the Rhodesian Army now, REE the 
Blacks who constitute a large percentage of the armed forces. 

Comment: So far, morale is high enough among the black mercenaries. They are 
drilled with rigid English discipline. I saw a white officer shout at a black 
soldier on tv: "What is that?" "A’ spot." "What do you say?" "A spot, sir." 
"Do we want spots on uniforms?" "No, sir." "Se clean it!" "Yes, siri" Effec= 
tive invasions can seriously effect the morale of the black mercenaries. The 
absence of rules covering this is a flaw. 


5) The two Rhodesian units moving by train have 6 or 2 MPs left for movement 
to or from the train, depending on their state of supply. Correct? 
Mike: "Yes." 


6) Is the info about MPs for air transported paracommandoes relevant, when 
this unit is unsupplied? Mike: "Yes." 


7) Can guerilla units be reinverted? "Yes, this was my intent." 


8) Is a removed dummy out of the game? 

Mike: "We have played the game with the understanding that a revealed dummy 
is eliminated if attacked. However, your idea ((to leave it in the game)) 
would make victory more difficult for the Rhodesian player and could be used 
to balance the game if necessary. 


9) There should be an explanation of the abbreviations of the TRC. It only 
looks obvious, when you know the meaning. 

Mike: "An ‘old hand! at wargaming should have little trouble with this. You 
do have a good point when it comes to a new gamer.” 

Comment: It took this dumm guy quite same time to figure out, that COM means 
company (not communist) and BAT means battalion (not battery). 


190) The CRT and additional rules are more favourable for the attacker than 
for example in "War in the East"; reasons for this might be man-torman fight- 
ing in the jungle and surprise. 

Mikes "Yes, this was the intent." 


11) Automatic victory after 5:1 seems a bit too much. I suggest the extension: 
bese wet or NOs 4 DEL RS DE. tk Xe (Deh a Ube. ODE VEE XC oe DEL ke eee 

(ea Pavel ela RA A DER oe Dee kore DEL Neo DEL NG Dbeot te Peis epee 

Mike: “Your proposal is fine with me. Will consider it for new edition." 
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12) Is there a double doubling of defense in certain cases? I suppose, no. 
Mike: "Correct.® 


13) Are intrinsic or air defense values ever doubled or tripled? "No." 
14) What is the effect of D1 or DH2 on an dnteinsic valve? "Capture." 


15) What is the effect of weather cn movement by train? "During rain two 
units may still mee by train, but there is no road bonus." 


After having received Mike's answers, I found some more points which could 
be added to the rules: a 


16) Playtesting was not sufficient: the guerillas are weak during the first 
ten game turns, and the Rhodesians can strike out for the destruction of all 
ten supply bases; then all guerilla reinforcements and replacements are auto- 
matically destroyed, and the Rhodesians celebrate smashing victory. 
Here we see the effect of the absence of the neighbouring armies. There were 
already many border incidents with the army of Mozambique; the problem can 
reasonably be solved by forbidding the Rhodesians to attack the two most 
eastern supply bases in Mozambique (which are 200 km from the border). 


17) The intrinsic value alone cannot lead to AEL. Undestroyed guerilla supp- 
-ly bases are effective for EX and AEL after turn 10. (At that time training 
will be more effective.) 


18) Chipagne and Lupane are on the eastern side of the road. 


19) Movement through hexes with hostile intrinsic value is possible, except 
for guerilla bases, after turn 10; combat against hexes with hostile antrin- 
Sic value is not mandatory, except for guerilla bases, after game turn 10. 


20) Unsupplied units must stop, when they enter a hex containing hostile 
units, but with an attack strength of zero they do not have to attack. 


21) Air units remaining in a hex with hostile units during bad weather have 
an AF of zero, and they do not have to attack. 


22) If the retreat of a Rhodesian unit would lead te a border violation, the 
Rhodesian unit is destroyed instead. 


28) Rhodesian units cannot trace supply or retreat through unrevealed dummy 
units. (Dummies are the capability of the guerillas to make vague threats.) 


24) The guerilla player may remove the destruction marker from a destroyed 
supply hex by moving four. strength points into this hex. 


Conclusion 


The game can be recommended. It is realistic and playable. Though there are 
24 game turns, it can be played once or twice in one evening. The only real 
set-back is, that the guerillas have to take the initiative - or it will de- 
finitively be a draw. When the guerillas are aggressive, the Rhodesians have 
to counter attack, or they will be rolled up. Then it becomes a thrilling 
game. 


RULEOSUUERTES) ERRATA AND 38... 


wlh. Most (if not all) of our games need, additionally to the printed rules, 
explications, corrections, etc - and there are more and more games which get 
published with an intrinsic Errata Sheet: good so far, but, nevertheless, 
what is to say about such a game's playtesting, about proof-reading of the 
rules, or, more generally: about the respect game publishers have towards 
theix customers? 

But things can even be worse: some games get published so fast (by having to 
be ready for a big Con, or sa), that even important parts of the rules might 
be missing. An example for this is Gametime ‘’ames'.(i-e. Battleline/Herita-~ 
ge) so far well made and interesting "Grand Imper’alism" (a redo of FB's 
"Imporialism” - with a totally different map, making for a different game, 
actually: cf description in "CHeesehole News" 30,2): here, the rules/expli- 
cations for many (new) events cards got omitted. Since October I have writ- 
ten four times to Gametimes, asking for explications: no reply up to now. 
Somebody out there who can help? 
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MUKDEN 1905 (Rian van Meeteren) 


"Mukden 1905" is a game on the last land battle during the Russo-Japanese War 
in 1905.This geme has been designed and produced by Spence & Gabel. 

The game arrives in a plastic bag; the map is printed in two colours; unmoun- 
ted; 46x54cem with standard #inch hexes. The counters, mounted and diseeut, 
come in two sheets: dark blue on blue for the Russians, and blue on yellow 
for the Japanese; tatalling 80. The rules are in an 8 page booklet, five pa- 
ges of which are rules, two charts. 


Description of the game rules 


The rules are rather straightforward and simple. I had a few questions, which 
were promptly answered by the designer. As the following description will 
show, the game has not very innovative rules, but it is decently done and it 
i610 fact pretty qodds 

The initial set-up for units is given in the rules for the individual units, 
and these positions are noted by letters and numbers on the mapbeard, since 
no grid coordinates are printed on the board. The units (especially the Rus- 


Sian) have greatly differing combat strengths - so it is a good idea to wri- 
te the starting positions on the back of the counters. 
The turn sequence is: supply judgement - movement - combat, with the Japanese 


moving first. As the first action during the Russian player phase, there is 

@ command control phase. 

Supply is traced from railline hexes. The rail line rung north-south across 
the front line with some shorter east-west branches. The distance that units 
may be from their supply source is longer for the Japanese than for the Rus- 
Sians. Supply affects only combat strength, not movement. 

Movement is rather standard, but the movement allowances are low (2-6) compa~- 
red with the movement costs (rough 2 MPs, river 2 MPs). Roads don't give be- 
nefit.in clear terrain, and to enter an enemy ZOC costs 2 MPs extra. Direst 
movement from ETOC toa EZOC is only allowed, if the unit has enough movement 
points left. This gives a clear edge to the Japanese as they have generally 
higher movement allowances. 

Combat is at the option of the attacking player. As the combat result table 
doesn't give attacker eliminated results even at 1:3 (the lowest odds allow- 
ed), one can feel free to attack, if an attacker retreat {AR) result won't 
hue t 

Most terrain features affect combat odds: rough terrain doubles the defender's 
strength; river and fortified hexsides half the attacking units. 

Results on the CRT are given as AR, DR, EX, and DE. Exchanges can be nasty 
experiences for the Japamese player, as he usually cannot match the Russian 
loss exactly, and this extra loss can grow up to four strength points! 

If the defender's hex is vacated, the attacker may advance. 

Quite different from other games is the rule, that although friendly units 
negate EZO0Cs for supply purposes, they do not so for retreat! This means, 
that a defender, if he is surrounded by EZOCs, cannot retreat: he is elimina- 
ted instead. The same goes of course for an attacker who is surrounded and 
who hes to retreat due to an AR result. 

The Russian player hes four leader units which control all units within a fi- 
ve hex radius. If a unit is out of such a radius, it cannot move or. attack. 
Also, at the start of his player turn, the Russian player rolls a die to see, 
if (and if yes: which) leader is out of control. If a Russian leader falls 
out of control, all units that he controls do likewise and may neither move 
nor attack that turn. 

The Victory Conditions (WC) are on lost combat points, lost leaders (15 pts 
each), and Russian control of Mukden (10 pts) and Liao Yang (20 pts). The Ja- 
panese must gain 200 points without losing more than 79 factors for a decisi- 
ve victory, or 150 points without losing more than 125 for a tactical victo- 
ry. If the Japanese player loses 125 points or more, or if the Japanese sco- 
re is, at the end of the game, lower than the one of the Russian, the Russi- 
an player wins. Any other result. is a draw in the Russian's favour. 

The game lasts 18 turns, and as soon as the players know the game, they 
should be able ta complete a game in one sitting of four hours. 


At the start of the game, both parties see each other entrenched in a fort- 
cess line, which covers two third of the width of the board and which ends 
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in rough terrain. Mukden, which the Russians have to hold, lies seven hexes 
behind their lines and ts screened by a second fortress line. Liao Yang, that 


the Russians have to conquer, lies eight hexes behind the Japanese lines, 
with three rivers in between. 


The starting positions don't give clear cut approaches for a direct assault. 
The best attack that can be made across this frontline is 2:1, and that 

still carries a one aut of three chance for an AR result. Such a result sub- 
sequently exposes the former attacker to an attack at better odds. 


Because of this, the first few turns of the game usually see the Japanese 
player maneuvering to come around the Russian flanks and to infiltrate in 

the rough terrain, where he can use his mobility edge. On the other hand, 

the Russian player tries to hold his flanks, and sometimes even can try to 
outflank the Japanese. As scon as Russian Command Control is lost, the Japa- 
nese can teke the initiative on this part of the line, and if Command Control 
strikes the same commander twice in a row, the Russian player is in trouble, 
but even then not hopelessly so. The Russian player can afford to lose units, 
the Japanese player not. This places the Japanese player in a difficult posi- 
tion, as he carries the initiative: he must destroy Russian units or he will 
loose the game. From 3:1 upwards there exists a possibility to destroy the 
enemy, but at the same time the exchange result appears in the CRT - and as 
told before, they are usually unfavourable to the Japanese. At 2:1 odds, the 
defender can only be destroyed, if he is surrounded, but then the acceptabi-~ 
lity of an eventual AR-result has to be taken inta account. 

Frontal 2:1 attacks followed by advance can be dangerous, as they might ex~ 
pose the advancing units te surrounded counter attacks; something the Japane-+ 
se player usually is rightly afraid of. 


The result of this usually is a stalemate along the fortress line, but final- 
ly a more or less successful flanking maneuver by the Japanese will develop. 
Only luck or an incapable Japanese player will allow a Russian offensive to- 
wards Liao Yang. 


As soon as. the flanking becomes imminent, the most difficult task for the 
Russian player begins: disengaging and retreating towards the second fortress 
line around Mukden. This action must, as one should remember, must be under- 
taken by troops who have an inferior mobility and can be struck by command 
control problems, This stage is usually the best chance for the Japanese to 
kill Russian units, and the decision of the game might well fall during the- 
Se Crucial turns. 


Still, the exact flow of the game depends mostly on the CC results, especial- 
ly as far as the outcome of the Japanese flanking moves is concerned. On the 
other hand, they are not so predominant as to spoil the game. 


Conclusions: Along the main front line, the game is a slugfest. A breaks ..J. | 
through is easily contained and surrounded counterattacks against advanced 
units can be devastating for the Japanese. This is a situation which of cour- 
se is well known from World War I - of which this battle can be seen as a 
prelude. The major difference to a WW1 situation is to be found in the open 
flanks, the turning of which threatens a) the supply line, b) an attack from 
the back on the fortified line. 

So, between bad players, the game might result in a slugfest with rapid 
mounting casualties if the players are aggressive, or a stalemate if they 

are Cautious. Between good players, the game becomes one on subtle maneuveres, 
by which the players try to outflank each others position. In this, the Ja- 
panese have the edge, but the VCs they have to fulfill are very tight. The 
Russian player can afford losses and should attack Japanese units (surroun- 
ded) any time this opportunity is given in order to fulfill his own victory 
conditions. 


In this manner, the game becomes a very tight contest in a playable format 
and as close to history as the scope of the game permits. This game really 
ttade me look forward to other games from this company of which three are al- 
ready out: "Tannenberg", "Kéniggratz", "Kaiserschlacht 1918". 


Answers to rules questions 
These answers were given by James Gabel in reply to a letter from me: 
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Q: Are units, which attack across a hexside, that is a river as well as an 
enemy fortified hexside, halved or quartered? 

A: All terrain effects are cumulative, whether it be in movement ot in com- 
bat; therefore in this situation: quartered. 


Q: Is artillery attacking across rivers halved? A: No. 


Q: If a unit has enough movement points may it move from a ZOC to a ZOC di- 
Sect Ar Ves, butcomsy thems 


Q: What is the movement cost for moving acrass a river into rough terrain: 
Sora? © Ac Pour. 


Q: May different units in a stack attack different defending hexes? A: Yes. 


Q: Is it allowed for artillery units which are adjatent to an enemy unit to 
bombard ancther unit two hexes away? A: Yes. ; 


Q: Do roads allow normal movement across rivers? A: No; +2 MPs for cross- 
ing a bridge hexsidei 


Q: May the Russian Leadership radius be traced through EZOCs or units? 
A: No, but friendly units negate enemy ZOC for this purpose. 


YUGOSLAVIA . (Andrew L Nelson) 


"Yugoslavia", The battles for Zagreb 1979, SPI, one of the four folio games 
of the Modern Battles II Quad. 44x55cm, 4-color mapboard, 100 counters, 4 
scenarios. pee ay arene level game of combat in Northern Yugoslavia 
in the late 1970's 

The basic system is the same as Medern Battles Quad I. Significant differen- 
ces in the games themselves are apparent, however. In "Yugoslavia" there are: 
-untried units, paratroops, variable reonforcements, and variable ground sup- 
port. There is also a helicopter unit. 

The map is probably the most unusual surprise of the game. For a rugged 
country like Yugoslavia there are a lot of clear hexes on the map. Zagreb, 
all 19 hexes of it, is in the center of the map in a midst of a clear hex 
Valley running from the eastern edge of the maboard to the western edge. The 
only mountainsous part of the map is in the northern center of the map, di- 
rectly above the city. Woods form the northern and southern boundaries of 
the valley. The Sava River rune through the middle of the valley. 


Of the scenarios, the "Thrust for Zagreb", and the three player scenario, 
"Battle for Zagreb", are especially entertaining. In the "Thrust for Zagreb" 
the Saviets, using their paratroops, demolish any Yugoslavian defence along 
the Sava River, or, if the Yugoslavians try ta defend just the city, drive 
them out of it. Starting turn 8, the tide starts to turn, as the American- 
Bth Mech Division begins to arrive. The last few turns of the game turn into 
a slugging match in the north, but a mobile battle in the south. As the vic- 
tory conditions depend on holding Zagreb city hexes, and having a line of 
communications from them along a’ road to the friendly map edge, the battle 
in the south usually determines the game. But, the outcome is doubtful until 
the last turn, assuming your reinforcements show up. 


The "Battle for Zagreb" scenario has each of the three players# units (Yugos- 
lavian, Soviet, and Nato) hostile to one another. Victory is determined by 
victory points, most of whieh come from holding Zagreb, but also, on the Sov- 
iet and American side, by destroying units. For the Yugoslavians victory is 
determined by having neither the Soviet nor the NATO player get more than a 
marginal victory. This is really a free for all with the Saviets and NATO 
hammering at each other while the Yugoslavians are sniping at both! 


The other two scenarios are not really balanced. In "Relief Column" the NATO 
slowly but steadily pushes the Soviets away from Zagreb. In the "Civil War" 

the side which gets the Croatians usually wins. But, even though the scena- 

rios are unbalanced they can certainly get tense! 


Several rules are critical in this game. The most devastating is the para- 
troop rule. When they are available; and can jump; they can land anywhere 
(except for wood, grove and town hexes where they are eliminated), suffering 
at worst a scatter result. Anytime the allies, i.e. NATO, and the Yugoslavi- 
ans, set up a linear defense and the Soviets get to paradrop: that line is 
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doomed. On my first game of "Thrust for Zagreb" I cut off the whole Yugosla-~ 
vian army which had attempted a stand on the Sava River! As the NATO player 
only has one airborne unit (the 1/509th) his effectiveness is limited. 
Another rule that causes casualties is the retreat rules across rivers. Ba- 
Sically, oniy infantry and the helicopter unit may retreat across river hex- 
sides. Although it should be easy to contend with that rule, time and again 
I have lest units, either because an assault failed, or I had no choice. 
This rule is especially helpful for a player holding Zagreb, as an enemy at- 
tacking from the south has to cross the Sava River, and if he takes a city 
hex, is at the mercy of any counterattack. 

The final rule that has determined games is the variable reinforcement rule. 
A 'l' means the units arrive on time that turn, a '2', '3t, '4' mean that 
they arrive one turn late, on a '&! they arrive two turns later, and ona 
'6' they do not arrive at all! [ lost twice as the NATO player in the "Thrust 
for Zagreb" scenario when my American reinforcements for turn & did not ar- 
“tive, and were delayed for two turns. A friend of mine suggested that if a 
'6' is rolled the player roll again every turn thereafter, and if a '6' oac-~ 
curs again let the reinforcements come in. 


There was much I liked in the game. Untried units made the game really exci-~ 
ting at tames. As all units are untried except artillery most of your at~ 
tacks the first three turns must be made with your not knowing the odds un- 
til too late. The paratroop rule is my favorite (not surprising as I am air- 
borne qualified), although I think it is a little unrealistic. Slugging mat- 
ches are not my forte, so I really love it when the action in the south gets 
mobile - there are some real topsy turvy battles. The confusion in the 3- 
player sconario I also enjoyed. Probably the best thing in the game's favor 
is the fact that the rules close all but a few loopholes, and leave just a 
little for doubt. ; 


I have two questions on the game itself. Can 'O' units attack, if they are 

in enemy ZOC? The rules say that they count in exehanges as a '1', but does 
that include attacking? Also the terrain effects chart says nothing on the 
combat effects of rivers. 

I only have one question on the Modern Battles system itself - can a unit 
displace more that one hex at a time? Some of these questions can be crucial, 
but except for them the rules are remarkably free from error ar confusion. 


This is not to say there are no drawbacks to the game. My biggest bone of 
cantentation with the rules are the variable reinforcement rules. Three out 
of four times I played "Thrust for Zagreb” the battle was determined by the 
delay of reinforcements. Of course, this is probably the way it would be in 
a real struggle, but I don't think it should be such a deciding factor ina 
game. 

Another draback is the Modern Battles system itself - the artillery and 
ground support rules. 

The use of artillery and ground support points as final protection fire turn 
what could be a two hour game into a four or five hour game. So much calcula- 
tion must be done to figure out, “what will happen if he puts 3 final Protec- 
tive factors here vs there", and "do I have enough GSP's to soak off on eve- 
ryone and yet have enough left over to insure the success of my big attack". 
I must concede that the SPI system is closer to realism than anything else 

I have seen, but it still leaves a sour taste in my mouth. A quad game 
should ke no longer than three hours, but with the Modern Battles Sue tee 
that is generally not the case. 

The only other complaint I have is the inability af paratroops ta come in as 
ground reinforcements. In the game they either jump in or do not come in at 
all. I just cannot see the 1/509th Airborne Infantry Battalion almost the 
last unit to arrive in Zagreb, it should be the first - even with Soviet air 
superiority. 

The same Can be said for the Seviets, who have a whole airborne divsion; if 
they don't jump in the first five turns there is a big chance they might not 
make it in at all. One minor point I have is the strength of the 1/509th (a 
mere 2-2). Not only is this battalion heavily reinforced, it also has a 105 
mm battery organic to it, which is nowhere in the game. Plus, it is better 
than any Soviet airborne battalion! (Author's bias) 
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To sum it all up, "Yugoslavia" is one of better quads around. It may bog 
down at times, but when things get mobile it is one of the most exciting ga- 
mes Il have played. It is certainly well worth its price, and maybe a little 
MOTrGe 


((wlh: To avoid questions: Yes, "Mod Btls II" is in stock ~ the "Yugoslavia" 
folio however will arrive in March only.)) 


CONQUISTADOR! . (TarbjGrn Alm) 


The game "Conquistador" (SPI) is very strategic in its scale and scope. The 
time scale is five years per game-turn. The whole game revolves around finan- 
Cial resources. It covers the exploration and exploitation of the New World 
from 1490-1600. The game map covers the entire America from Cape Horn in the 
south to Alaska in the north. The different areas have their old names and 
boundaries. The terrain is given and a few important rivers as well. Gold 
mines. and the rich capitals of the Aztecs, the Mayas and the Incas are imdi- 
cated. 

The game can be played solitaite and works well. The solitaire scenario co- 
vers nearly all of the segments of the normal game, except for naval combat 
and defense against intruders. 

The play sequence is elaborate and time consuming, but it is a logical se- 
quence. Each segment is executed by all players before one moves to the next 
one, and this means less waiting time before each action. The game depends 
highly on random events, which makes it more realistic and less 'wargaming 
chess'. The influence from, say, "Kingmaker" is obvious. 


Each game turn starts with a random event segment, which determines the in- 
come from taxes, the number of available colonists to be sent out, and which 
random event will hit the player. Then, a planning segment follows. Here, one 
has to pay all transports to be done, to buy ships and soldiers etc. The mo- 
ney must be paid cash from the player's funds, or he gets nothing. An expe~ 
dition with too few bounds ((a measure for naval movement)) paid in advance 
will be hit by naval attrition and may get totally lost. 
In the next segment, the expeditions are moving across the ocean. Afterwards, 
sea and land movement within America follows: the player may visit his har- 
bours, drop off colonists and soldiers, move them to other places, and pick 
up some of the gold that has been brought to the coast in a previous turn. 
Victory points are awarded for geographical discoveries and for control of 
areas. It is, 6.g., possible to 'discover' Cape Horn. Once a player has done 
that, he is assumed to have confident maps and can. freely pass through and 
get to the Pacific: Some of the gold mines are on the west coast, and ships 
Can now be built there. 
After the naval segment (including naval combat) several land segments follow: 
movement, combat, attacking (pacification?) of natives, native revolts, land 
attrition. Finally, the expeditions return home across the Atlantic. 
Financial resources are obtained from taxes, excavating gold mines and plun- 
dering the rich cities. Established colonists will play an important role 
in the later game turns, when they give more than they cost. Especially, if 
_ the country has a good king (determined in the random events phase), this 
will give the main income. | 
There are some special units in the game. The Spanish player obtains conquis- 
tadors, who act as leaders,and explorers ara available to all nations (Eng- 
land, Spain, France), since only with them one can land and discover new 
land; the English player gets some explorers who act as privaterrs: their 
task is then to attack other ships and bring home the. gold they carry, as 
well as explorers who got caught and might be returned when a ransom is’ 
paid. 


The geme allows fer up to four players, and one player can be the mighty Ger~ 
man (not Swiss!) bankers that made fortunes on lendiny money. The game is 
straight forward, but time consuming. The way the player sequence is organi- 
sed, it is def’ nitely not suited for pbm-play. It is however easy to set up 
and it is possible to set it up, pley a few game turns, and then te continue 
on another day. Very long, bet of moderate complexity. 


({wlh: This is one of my favorite games - and I hope we shall come back on 
it with some more remarks.) ) 


oes 
THE LOST ART OF WARGAMING (Tom Oleson) 


Recently ((well, you know: this was some lang time ago... wlh)), I spent a 
long weeked very enjoyably playing "Terrible Swift Sword", whech to my mind 
is a very fine game, and the best 'macro-game' I have played so far; better 
than "La Bataille de Moskowa" (but not a whole lot). It was obvious to every- 
one playing that here was a game with tremendous potential for learning and 
enjoyment, but we realized with a Certain sense of loss that we would probab- 
ly put it away and never play it again, perhaps not even finishing the game 
started. Why? Because we were already fondling yet another big new unplayed 
game, in this case it was "Avalanche". Moreaver, we had heard great things 

of SPIs new Arnhem game, not to mention "Wellington's Victory", their Water- 
loo game, which supposedly breaks new ground with its ‘beautiful map'... We 
also were drooling over AHs "Alessia" game -~ and a dozen others... 

Deploring the flood of games is not new, and I am not about to repeat it, be- 
cause I don't long for the 'good old days! of D-Day and Stalingrad. Like most 
‘good old days! of any sort, memory has painted them better than they were. 
Games now are better, and getting better still. What I do miss is a certain 
enjoyment which I am experiencing less and less. No one who goes to a ban~ 
quet, offering a large variety of succulent food and fine wines, only to carm 
down as much sheer quantity and quaff as much sheer volume as possible before 
passing out, could be considered a gourmet, but rather a glutton. Delicacies 
must be slowly savored to be appreciated, wine carefully sipped. Few warga~ 
mers do this any more, so eager are we to experience the latest thing, then 
toss it aside for something fresher still. 

This reminds me of a period in Formula auto racing more than a decade ago 
when technical development proceeded so fast that something called the ‘car 
of the month club' was born; one had to buy a new car nearly every month to 
be competitive, and last month's champion was outclassed and forgotten. 

There is a pleasure to be had from knowing a game intimately, and playing 

it well, which is of a different order from my frenzied, albeit enjoyable, 
TSS weekend. I think every wargamer owes himseif or herself this pleasure: 
the art of wargaming well. To achieve it, you select one really good warga- 
me that also appeals to quality opponents, and play it not all the time, to 
the exclusions of others, but frequently enough to become really good at it. 
It would be interesting to know if "“Europa"s readers agree with this opinion, 
and if so, what is the game they put in this special category. 
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({wlh. If I may add something: I also would be interested in articles on this 
one game you really know well - even if it is an old game (as long as it is 
still available somewhere); E is prepared to publish articles, and even re- 
Views on ‘oldies! = since many zines too often speak on the brandnew games 
only, too many excellent games, especially the ones of minor companies, get 
forgotten too fast - or, worse, are even not known by a newer generation of 
CoSim-playors. Let's be old-fashioned....hich of course doesn't mean that 
you shouldn't write on the newer games as well!)) 


THE GOLDEN TREADMILL (Nicky Palmer) 


The WHAT? Let me explain. Suppose you are the designer of a wargame from a 
leading company, with a budget and staff to make a de luxe job of it, with 
several maps and thousands of counters:if you wish. Moreover, there is to be 
no nonsense about selling it through retail chains or attracting a new wave 
of players to the hobby: your game is ta be sold to the hard core and the 
hard core alone, for only they will be willing to pay the shocking price which 
will be attached to it. You plan, perhaps, to make a game called "Highway to 
the Reich", or "Tobruk", or "Citadel". 'ou work away every night, and, some~ 
where out there, 100'O000 players await the result. ready to devote hours ta 
reading the rules, days to playing it through; ready to stretch their minds 
for you, accomodate svery complexity you can throw at them, set aside entire 
weekends to join you in the most accurate simulation possible ef Arnhem, To- 
bruk, Dien Bien Phu, or wherever it may be. 

And what do you do with this army of enthusiasts? You draw up a game which 

is basically simple in concept: you have some new ideas; you devote great ca- 
re to attractive physical production; in general, however, you discard the 
opportunity of treating a new order of simulation, As the Arnhem simulator, 
you don't bother with aircraft; as the Tobruk designer, you use Ssemi-abstract 
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scenarios on a nondescript map; as the Dien Bien Phu developer, you ‘solve! 
the movement factor question by allowing everyone to move infinitely far du- 
ring the simulated day (until pinned down). You then harness your players to 
an elaborate mechanism for combat resolution. The ‘Highway’ player resolves a 
close assault like this, for instamce: the defender checks his strength and 
effectiveness, and his opponent's level of armour protection; he slots it in- 
to a chart; result gives his a new chart; he rolls a dis; he studies the de- 
fence terrain; he finds the column on the chart; he looks for the result: 
(usually) no effect! The attacker inspects his morale and effectiveness; he 
compares them with his attacker's, he slots the two differences into a chart; 
he finds a number of another chart; he calculates the odds; he rolls a dic; 
he finds a result! Now, next battle... and so it goes on, turn after turn, 
battle after battle: sometimes a bit simpler, sometimes yet more complicated, 
but always basically the same chore. "Tobruk" has its notorious die-rolls, 

in "Citadel", the problem is the wealth of individual artillery units which 
can add their strength to almost any battle on the board, leading to hour- 
long calculations af the most advantageous deployment. The players are on an 
eternal treadmill: their energies dissipated in the futile pursuit of the 
ultimate refcinement of combat procedure; at first, the mill beckons alluring- 
ly with the golden promise of realism, but soon the enthusiasm trickles away, 
as the monotony takes its stranglehold. The hard-core are determined people, 
hopeful to the last, and they persist for many a long hour, but in the end, 
with a sigh, the game departs for its final cupboard resting place. Sad! 


Sometimes, as in "Highway" , the system is quite unnecessarily complex, and 
the same combat results can be achieved in a third of the time. But even when 
their systems succeed in producing a little extra realism, do designers rea- 
lise what an incredibly disproportionate effort both they and the future 
players are putting into one department? The crucial factors at Arnhem were 
weather, which is barely touched on (roll a die to see if your paras are li- 
kely to scatter), and terrain, which the designer meant to deal with in more 
detail (the crucial role of high-ground, especially), but didn't have the 

time for before the game was due to go to print! Couldn't players have been 
given a bit more in these areas to work with, and a bit less of the numerous 
distinctions without a difference’ in combat: variations in armour thickness 
giving 5 or 10% changes in combat odds, for instance? Instead of umpteen 
charts, couldn't "Tebruk" have included transparent overlays to put on the 
board, showing historical positions? "Citadel" is reasonably sophisticated 

in other departments as well, so the best use of the time saved by greater 
grouping of artillery units would be to make the scenerios (never mind the 
full hame) playable in an evesing. 

To some extent, this aberration is the result of a mis-translation from mi- 
niatures; a miniatures game is designed to show small-unit models operating, 
and tends naturally to concentrate on details of combat procedure, if only 
because of the limitations of the medium: without a map or a standard set of 
pieces, it is hard to give the players any particular simulation: the Table- 
top Micro-Napoleonic rules pathetically advise players to design where "one 
player attacks a position and the other player tries to defend that position". 
Miniatures are enjoyable because of the physical and visual dimensions; a 
transfer of their techniques to board games only makes sense if it is combin- 
ed with advanced ideas in board games. "La Bataille de Moskowa", "Terrible 
Swift Sword", and "Wooden Ships and Iran Men" all are based on miniatures 
ideas in combat and movement procedure, but they build on this basic struc- 
ture with detailed scenarios and a wide variety of interesting rules of a 
non=-miniatures type. 

((wih: The second part of this article, with a suggestion of some guidelines 
for what sort of ‘monster! games are we:thwile, will follow in E 19!)) 


FINAL NOTE 


This issue of E has principially 40 pages, but not all of you get the same 
40 pages. There are in any case ‘these first 18 pages with articles and re- 
Views; then, you will get either the 1" pages of CHeesehole News 33-35 (in- 
forming you about the newer games which are available) and/or the 12 pages 
of E-Hobbies! pricelist. Since 18+16+12 makes 46, and since 40 peges are a 
postal weight limit, you may either get, only LAO pa ages of CHN, or only some 
pages of the Proceso: you may get MLSE Y cs ay (DM6Fr 1.~) if you wish. 


Dreeserne eo News. 33:35. ca. 


Copyright (©) 1979 e: 100+ Swissmade 


Published by Walter Luc Haas (Postfach, CH-4024 Basel 24, Switzerland) (phone: 
Basel (061) 35 94 31; call in the late afternoon (MEZ) only, and never after 

7 pm, nor on Sundays).= One issue has ca 6 pages; published irregularely, on- 
ce monthly in the average, depending on new games having arrived here, 


DM/SFr 8.50 = 10 numbers for E-Hobbies's regular customers, US-suscribers, and 
a few very good friends ~ and 6 numbers for other subscribers. (424,%4: S5¢air) 
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Postal Giro Accounts: Basel (Schweiz) 40-61365, or Karlsruhe (Germany)(add my 
Swiss address) 707 55-757; cf note below. 

Other methods of payment: Cash (your risk/enregistered letter recommanded); 
unused German/Swiss stamps; US~, 4Z-, SFr-, or DM-checks.- If ordering via 
Mikael Bérjesson (Sweden): delivery only after I have heart from Mikael, that 
he got the money; use actual value of SFr (Basel account) or DM (Karlsruhe 
account). SFr-prices of pricelist: = DM! CHN BACKISSUES: DM/SFr -.60/nmbr 


THE LAST NUMBER OF YOUR CHN SUB: 35 36 37 38 39 40 41 42 43 44 45 46 47 48 +4 


WELL, after a little pause (it was Christmas etc - remember?), here we.are 
again, starting the third year of the (rather regular) publication af CHN. 
This issue is the second (after 21-23) with three numbers: it contains 16 pa- 
ges plus 12 pages with the pricelist. It is possible, that a part or all of 
this CH News issue will be a part of the finally coming Europa 18 as well. 

In this case, those being subscribers of E and CHN will get their CHN subs- 
cription prolonged accordingly, I suppose. More about this (if necessary) 

in the next issue.of CHN, 


SOME IMPORTANT CHANGES should be noted by you: the postage (more exactly: pos- 
tage, package, and 'etc') is no more included in the prices; the first two 
pages of the pricelist should, therefore, be read carefully. Since some of 
you didn't understand my discount-system, I gave it up and simplified the me- 
thod to compute the postage (etc). 

The new pricelist contains ca 1000+ titles - nearly all of which are in stock 
‘actually! And of mest titles there are enough copies here to be able to deli- 
ver your orders immediately. It took me at about two full weeks to compute 
the prices and to type the list, by the way... and that's why some other 
things had to be delayed once more. 

For February at least, you have the choice to pay in DMs or Sfrs (even if 

the prices are computed in SFrs and even if the value of the DM is ca 9% low- 
er than the SFr); this as a special February offer te ali customers. As- for 
March (or later): cf later issues if CH News. (No other discounts if PM-paid) 
If somebody should need more copies of the pricelist: please, send DM/SFr 1- 
for single copies, DM/SFr 2.- for sets of three copies. 

CH News actually is (for me) a rather expensive zine: I have to order, to 
stock, and to pay all the games I describe herein; and, I also personally buy 
one copy of each of these games... All this has to be paid by somebody ~ and 
is paid (up to now partially only, helas) by E-Hobbies' regular customers. Un- 
fortunately, there are some others - who only wish to get the news (and even 
these ag cheap as possible) and then order their games somewhere else (1 won- 
der whether they get them as fast and as unexpensive really, but that's their 
problem...), or only order those games from E-Hobbies which are difficult to 
get or mich more expensive elsewhere... Since I only can run E-Hobbies and 

CH News, if as many of you as possible support this by buying all their ga- 
mes here, I have decided, that there will be two different subscription pri- 
ces for CH News from now on (cf also CHN 31,10); or, you first get a 6-issue- 
subscription, which will get prolonged depending on your orders. 

To order, stock, keep in stock permanently some thousand copies of games and 
rules (ca 10'000+copies, I suppose) costs a lot of maney and time - at least 
a third of my working time is eaten up by E-Hobbies and CHN now. Please, ta~ 
ke this in consideration if you wish to complain about whatsoever (like the 
delay of the one or other zine...); remember also that E~Hobbies is a habby 
Service with hobbylike prices, etc, etc... 

Some might note that 1 also have a German POB address; don't use this ane 

for orders/ictters, if you wish a fast service. 


CH News 33 i 2 


ADVANCED D&D, PLAYERS HANDBOOK/TSR, by Gary Gygax, A4-size, 128 pages, illu- 
strated by David C Sutherland III and D A Trampier (black/white); colourful 
cover. 

This is, after the "Monster Manual", the second reléase in the "Advanced D&D" 
series, which actually is the revised, expanded version of the original D&D. 
The next parts will be the "Dungeon Masters Guide", followed by an expanded 
version of "Gods, Demi-Gods & Heroes". 

Printed in smaller than usual letters, an awful lot of info is given in this 
book: explications, ‘rules', tables, descriptions... 

Contents: Croating the Pleyer Characters; Character Abilities (Strength/Intel- 
ligence/Wisdom/Dexterity/Constitution/Charisma); Character Races (Dwarves/E1l- 
ves/Gnomes/Half~Elves/Halflings/Half-Orcs/Humans/Racial Preferences); Charac- 
ter Classes (Cloric, Druid/Fighter, Paladin, Ranger/Magic-User, Illusionist/ 
Thief, Assassin/ Monk/Multi-Classed Character/Character with 2 Classes); Align- 
ment; Character Hit Points; Establishing the Characters; Character Languages; 
Money (Monetary System/Money Changing/Benks/Loans/Jewelers); Equipping; Armor; 
Weapons (Weight/Damage); Hirelings; Henchmen; Time; Distance; Monster, the 
Term; Character Spells; Spell Tables (Clerics/Druids/Magic-Users/Illusionists) ; 
Spell Explanations (ca 50 pages); Spell Casting; The Adventure (Dungeon Ex. 
peditions/Outdoor Exploration/Town Adventures/Encumbrance/Movement/Light/In- 
fravision/Ultravision/Silent Movement/Invisible Movement/Surprise/Traps/En- 
counters/Tricks/Initiative/Communication/Negotiation/Combat: Turning Undead, 
Magical Control, Spell Combat, Breath Weapon Attacks, Magical Weapon Attacks, 
Missile Discharge, Melee, Example of Combat/Combat Procedures: Saving Throw, 
Armor Class, First Strike, Weapon Factors, Monster Attack Damage, Attack & Sa- 
ving Throw Matrices/Damage/Falling Damage/Healing/Obedience/Morale/Mapping/ 
Organization); Experience; Poison; Successful: Adventures.- Appendices: Psio- 
nics (Ability/Attack & Defense Modes/Disciplines: Minor, Major/Combat/Multip-~ 
le Psionic Operations/Use of Psionic Powers/Recovery); Bards (Abilities/Race/ 
Class); Character Alignment Graph; The Known Planes of Existence (Inner/Ou- 
ter Planes/Ethereal Travel/Astral Travel/Ethereal and Astral Combat); Sugges- 
ted Agreements for Division of Treasure.-- Ca 80 Tables/Charts. 

Im stock. 


ADVANCE? D&D, DUNGEON MODULES, TSR.- Complete: settings for Adv D&D games: 

Di: Descent Into the Depths of the Earth, contains background info, a large- 
scale referee's map with a matching partial map for players, referee's notes, 
special exploration and encounter pieces, a large map detailing a Cavern area, 
encounter and matrix keys, and an additional section pertaining to a unique 
new creature for use with this module and the game as a whole.- : 

D2: Shrine of the Kuo-Toa, same type as DL, but contains a map detailing a 
temple complex area (instead of the cavern area). 

D3: Vault of the Drow, same type as Dl and D2, but includes “a hex map detai~ 
ling an enormous cavern area, a special temple map" instead of the cavern 
(Dl) and the temple (D2) area only. 

D1-D3 can each be played alone, as a part of the whole series D1-3, or as. 
the 4th to 6th part of a continuing series of modules which form a special 
progressive campaign scenario: G1-3, followed by D1i-3, followed by Q1, which 
will be released later. 

Gl: Steading of the Hill Giant Chief, contains background info, referee's no- 
tes, two level maps, and exploration matrix keys. 

G2: The Glacial Rift of The Frost Giant Jarl, same type as Gl. 

G3: dall of the Fire Giant King, same type as Gl and G2, but contains three 
level maps. 

Ales “ain Stork. 


Cards (to be cut out: 44 cards); typewritten print. 

Designed for man-to-man combat, for use with medieval and fantasy miniatures, 
scale: one inch = ca 10 feet, one turn = 1 minute, 1 combat round = 3 seconds. 
Percentile dice needed. 

Contents: Combat (Playing Turn/Game Plot/Movement/Combat/Missile Fire/Mounted 
Combat/Fatigue/Fighting Skilis/Weapons/Armor/Skirmishes and Miniatures/Rules 
Check); Charts & Tables; Campaigns (Preparation/Characters/Chivalry/Insignias 
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of Knighthood/Love/Magic/Magica]l Talents/Armor/Berserker Status/Grappling/ 
Unarmed Combat/Saving Throws/Movement/Encounters/Encounter Summary Chart/Cru- 
sades); Notes on Realism; Appendix (Rank/Age/Siblings/Combat/Facing); Sample 
Character; Example of Play; Atk/Def Pos Cards, 

These rules should “offer realistic and action-based combat systems", they 
"have been made to give the players a variety and choice, while offering lo- 
gical options and alternetives". "Now, one need no longer stick to ‘catch-all! 
weapons and armor that are considered the unquestionable standards in other 
systems. Rather, one may choose from a variety of weapons and armor, each 

with its own unique characteristics." 

In stock. 


BALASTOR'S BARRACKS, Chaosium, by Steve Henderson, Warren James, Steve Per- 
rin. Runequest-Scenario-Pack Une. 24 pages, A4-size, typewritten print. 


"Balastor's Barracks" uses the rules of "Runequest"; a player can "play the 
scenario solitaire by taking a group of his characters inte the adventure and 
playing against the key", but, of course, "alternatively, a player Can act as 


Referee, using or changing the encounters as he sees fit, while other players 
form the band of foolhardy Adventurers risking death or dismemberment for 
loot and glory". 

Historical background, area and barrecks maps, room-by-room descriptions, and 
a cast of more than 60 different denizens of darkness. 35 rooms. 

In stock. 


TOWERS FOR TYRANTS, Fantasy Games Unlimited; Castle Components in 25mm Scale, 
by Mike Gilbert. 20 sheets (some grey/black, some dark brown/brown) contei- 
ning castle components: towers, doorways, floors, well walls, hatchways, 
roofs, walkways, bridge tower doors, bridge, inner wall... 

In stock. 


SWORDS & SORCERORS, Fantasy Games Unlimited; by Edward E Simbalist; Expanding 
the World of “Chivalry & Sorcery": Vikings, Steppes Nomads, Gaels and Picts.- 
94 pages, A4-size, typewritten print (small letters). 

This is the "first of the planned expansions to 'Chivalry & Sorcery'"; "ex- 
pansions of this kind will add tothe world of C&S the nationalities and re- 
gions on the fringes of and outside Medieval Europe so as to complete the 
world of the Medieval European." 

Contents: Nordic Barbarians: Weregeld; Social Organization (Law); Designing 
Nordic Nations (Jarldoms/Kingdoms); The Nordic Warrior (Experience/NPC Nordic 
Warriors/Shicld Wali/Berserkers/Foot vs Horse/Throwing Weapons/Nordic Shield- 
work/Nardic Weaponplay); Nordic Attitudes Toward Death; Viking Raids (Cost of 
Vessels/Raiding Adventures/Loss of Vessels/Division of Spoils); Valkyrie Ty- 
pes; Common Nordic Names; Character Uetermination; Social Status €Rank}; Rune 
Lore (Ancient Runes; Runes and Power of the Futhark, Runesmithing; Casting a 
Futherk Runespell); The Ancient Runes (Cesting/Power): Nordic Magick Users; 
Priests of Odin (Oath Ring/Casting Runes/Experience); Brewmaster; The Vola 
(Casting Runce-Spells/Birth Prophecy/Divination/Omens/Divining People & Things/ 
Other Powers of the Vola/Experience); Nordic Weaponsmith (Forester); Skald; 
Goldsmith; Targeting Nordic Mages; Nordic Settlements; Nordic Merchants... 
And similar upon The Nomads of the Steppes, including chapters like: Place 

of Women, The Yassa, The Mongol Horde, Mongol Tactics & Strategy, Mongol Na- 
mes, etc... Hunting/Healing/Weather/War/Fertility/Black-Magick... Then on 

The Celtic and Pictish Barbarians with chapters like: Kingship, Dwellings, 
Celtic Magick, Conjurors, Bairds, the Seer, the Guiddonot - finally informa- 
tion on Mass Combat Modifications, Itrategic Werfare System, The Quick System, 
Fortress Construction, Instant Manors and Baronial Holdings... 

In stock. 


THE DUNGEON OF THE BEAR, LEVEL TWO, Flying Buffalo; A Complete made-for-Tun- 
nels-&~Trolls Dungeon With Map and Key For the Dungeon Master; by Jim 'Bear' 
Peters. 7 pages. 

While the First Level of the dungeon was geared for first through third le- 
vel characters, this level is set for about second through fourth. It hasn't 
the devious mechanical devices of the previous level, but it makes up for 
that wit a stock of treacherous traps and equally treacherous treasures. The 
motto for this level should be 'Look before you leap...then don't leapt" ~ 
sounds nice, but then, what shall I do in this dungean?t? Anyway: 

Both dungeon levels in stock. 
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REPE REE AP MODULES. SE) 1, DunDratans For Usecin Fantasy Role Playing Games; 
by Clint Bigglestone. 10 maps (blue on white); A4-size. 

These maps "are intended for use as underground or large-structure layouts in 
fantasy or science~fiction role-playing games. Each may be 'stacked' with 
other maps (those enclosed or your own creations) to create multi-level struc- 
tures or be used as a stand-alone area. In all cases the wall structures and 
staircases only are provided. All other keying aspects are left up toa you." 

In stock. 


THE REALM OF YOLMI, ASP; 2nd Edition; Rules for Science Fiction/Fantasy Com- 
bat and Adventure; by Ken Black and Marshall Rose, illustrated by Mark Knight; 
A4-sizce, ca 160 pages; three books in one volume. : 

Book 1: Players' Manual, Book 2: Moderator's Guide, Book 3: The Realm Beyond.- 
Book 1: Introductian/Equipment/ete; Adventurers (Abilities, Professional 
Skills, Classes, Hit Dice, Equipment, Land/Sea Combat, Air Combat, Hirelings, 
Experience, Saving Throws, Healing Damage, Adventurer's Recor), Appendices 
(Optional Saving Throws for Technological Devices/Adventurer's Sheet/Charts) 
Book 2: Setting Up Wilderness/Underground/Sea/Air Adventures, Campaign Philo- 
sophy, Creature Wilderness/Underground/Sea/Air Encounters, Spirit of the Ga- 
me.- Creature Reactions/Morale/Charts/Land/Sea/Air.~ Treasures: Land/Sea/Air/ 
Extra-Terran Weaponry/Armor/Transport Vehicles.- Appendices: Example of Play, 
Campaign Wilderness And Underground, Charts.- 

Book 3: Duter Space Adventures (STV Systems/Particulars Battloship/Movement/ 
Equipment/Work Potential/several types of ships.../several types of combat/ 
Ship Maintenance/Repair/Alien Ships/Alien pace Creatures/Extra Sytem Genera- 
tion/Creature Generation/Planetary Energy Systems/Extra~Terrain Phenomena/ 
Black Hole-White Hole Travel/Interstellar Commerce/Extra-Terran Psychics/Sca- 
le); Appendices: STVs In Orbit; Foremost Shield Determination; Starship 
Sheet. 

A Referee, and various dice are needed. 

A few copies in stock; more are ordered and should arrive soon. 


THE RUNES OF DOOM, David A Hargrave; The Arduin Grimoire, Volume III; A5-size, 
reduced type-written print; 96 pages; illustrated by the author. 

After "Arduin Grimoire" and "Welcome to Skull Tower" (cf CHN 10 and 24), this 
is now the third and last volume, containing more spells, monsters, demons, 
magikal items, character classes = etc, 

Contents: Character individualization/legacy and equipment charts, Character 
aging, Natural Character Armor classes, Random events/charts/solo DM'ing, 

New character Classes, Resurrection and other clerical notes, New Character 
Hit Point System, Guild fees, Random Life Style Changes, Combat and other No- 
tes, Energy Weapons in fantasy games (chart), New Magikal Items/Mages Spells/ 
Clerical and Druidical Magik/Techno Magik, Hell Spirals, 100 New Monsters, 
True Elementals, New Demons, Principle Noble Familys, Bandits/Brigands/High- 
waymen, Notable Characters of Arduin's Legends, Principle Wild Tribes, Ardu- 
in's Dungeons/Towers/Cavarns/areas of Death & Glory. 

In stock. 


ARDUIN GRIMOIRE: MAGIK ARTIFACTS, MAGIK WEAPONS, MONSTERS, David A Hargrave; 
each set contains 24 Cards. On one side you have the illustration. (by Carol 
Rode and D A Hargrave) which you can show to the player(s), when he finds/en- 
counters/sees such an artifact/weapon/monster, “to provide an enhanced and 
more exciting game for players and referees of Fantasy Role Playing games." 
On the back side of the cards, the DM may note the various characteristics 
and datas describing the Artifact/Weapon/Monster. 

tnaatork, (Treasume Pack, Lxe. ela thwee sete together, only available in ca 
February ) 


LEGACY, by David A Feldt-and Shannon E Berger; A Second Generation, Multile- 
vel, Role Assumption Simulation Game; A4-size, 158 pages, typewritten (smali 
letters) printed; illustrated by the authors. 

"In a very real sense the 'Legacy' game systems are only an expansion and 
systematization of the 'Dungeons & Dragons’ rules, though they extend beyond 
the TSR effort sufficiently to warrant their publication as an independent 
set of role assumption rules." 

Contents: Definitions, Remarks; Personal Abilities and Characters, (Constitu- 
tion/Intelligence/Charisma/Enablers/Interactions/Information), Environment 


Gu ewes oe : 5 


(Terrain Mapping/Flora/Fauna/Climate/Weather/Geosphere); Game Operator (Sce- 
nario Loading/Preparations/Operating/Intentionality); Tables/Charts; Designer's 
Notes; Bibliography... to mention only the main titles (remember: 156 pages). 
In stock. 


STRIKE TEAM ALPHA, Gamescience, by M Scott Kurtick; A4~size, 16 pages of ru- 
les, 16 pages of Charts/Tables/Playing Aids, one S5xe8cn. hexsheet (numbered 
hexes on both side; hexes only: terrain etc can be drawn on the sheet or on 

a plastic overlay). 2-8 players. 

The working title of these rules was "Star Strike"; the background story was 
adapted from "Star Command", "which can be used for a campaign game for 'Stri- 
ke Team Alpha'", the combat system is, "quite frankly, adapted from SPI's 
'Firefcght'", which proved "very adequate at keeping the die rolling down ta 
a bare minimum". To reduce the reference tables (etc), they kept the number 
of different types of units down, and they "definitely did not want to bring 
in huge armies of tanks and artillery with the resultant complication of ru- 
les and slowing down of play time". Therefore, the fighting is on the squad- 
and man-to-man-lewel. The game can be played with especially created Ral 
Partha miniatures, but you may also use the hexsheet and the counter-drawings 
given in the rules to change it into a board-game, I suppose. You need a die 
which cen generate numbers from 1-10 and 1-20 (e.g. the 20-sided black and 
green numbered die). Figurine Painting Instructions are given, as well as 
Rule Additions and suggestions how to conweart the game to hexgrid format, 
i.e, to use a hex-map and counters, 

Several scenarios are given, explaining the ‘historical!’ background, showing 
a sketch of the terrain, enlisting the forces of both sides. (Each player 
controls 6-l2 soldiers of different races and nations armed with modern and 
futuristic weapons.) 

Turn Sequence: determination of spotted units - then each unit pines program~ 
ed with the functions they will perform in the two phases ~ initiative die- 
roll (who moves first) - First Phase: First player moves units programmed ac- 
cordingly (enemy units may fire on units exposed during movement - if progra,- 
med to do sa) - movement of second player - combat of Ist player - combat of 
énd player - Second Phase: repetition of First Phase ~ finally: players roll 
die for removal of stuns, distorter fields, smoke, also for panic and the re- 
sults of panic. 

Rules for Movement (movement points: inches or hexes), Terrain Effects, Fly- 
ing Units, Transport, etc - Drops - Combat (each unit can fire twice in a 
turn, or once, if moving as well); different types of fire: Direct/Missile 
Fire, Psionics, Nuclear Weapons, Distorter Fields, Grenade, Hand-to-Hand; 

use of Steam, Smoke; Cover; Morale} influences of alien worlds on combat (dif- 
ferent gravity, atmosphere, climates, etc). Tactical Considerations are add- 
ed, weapons and equipments described (incl illustretions). 

In stock. 


NEBULA 19, Mishler Company; Interstellar Warfare.- 14 pages of rules (A4-si- 
ze, printed); two identical 60x47em maps (red on black; Squares, not hexes; 
grid coordinated); 120 ship counters, 120 altitude markers (well made, thick 
counters with rounded edges; altitude markers black/white, ship counters are 
cred, white, two shades of blue, illustrated with black or white); Order of 
Battle Sheets, Math Table, other Tables/Charts are added. 

This game "allows players to create anything from a monstruous space craft, 
with huge capabilities in each of the 21 possible ship camponents, down ta a 
tiny craft with just two ship components. Only total production material and 
imagination can limit ship designs (in fect there are well aver a million 
possible designs for a single ship). Buring the game the design specificati- 
ons may be kept hidden until probed. Players conduct the hidden, simultaneous 
3-D movement on their own game board." 

The rules are divided into rules for the Basic, the Standard, and the Advane- 
ed Game; Scenarios and Designer's Notes are added, a Background History is 
given. Victory is achieved by destroying all enemy ships, or by holding a 
certain amount of the solar systems given on the map for a certain amount of 
turns; large nebulas caver parts of the maps: ships must shield themselves 
from the particles therein, or get destroyed. The game area is considered 
3~dimensional: altitude markera (and notes on the map) represent the third 
dimension. Ships are made of seven parts: Speed (movement points), Energizer 
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(representing the total power of a ship's destructive energy beam; may be di- 
vided among as many targets as a player wishes; ships may combine their fire 
power), Energization Cells (discharge of energy weapon consumes energization 
cells; such cells may be replaced on certain solar systems), Shields and & 
Shield Overloads (the shield factor is compared with the attacking weapon's 
energy units - if overloaded, shield factorsget’ lost), Shieid Cells 
(shield cells get lost, when a ship puts up its shields; replacement possib- 
le in certain solar systems), Range.- Movement: simultaneous, secret (both 
players have an identical map); no diagonal movement; horizontal moves and 
altitude changes; no stacking limits.- Combat: after movement, the maps get 
compared; each player secretly writes down which ships will fire at which 
ship(s) and/or put up shields; simultaneous fire. Solar Systems in range of 
one player may be captured, hold; they are neutralized, if in range of both 
players.- 

The Standard Game adds Cost Points (material needed to build ships), Track- 
ing Class (units are backprinted; now only the tracking class is revealed; 
the ship silhouette is face-down and hidden)(if in tracking range, a ship 
may attempt a detailed prone of another ship)(but there also is an Anti-Track- 
ing Power...), Repair, Larrier Base, Transports, Hyper-Yrive, Mines... 

The Advanced Game adds rules for Supply Transporters, Anti-Supply Transpor- 
ters, Design and Building of Ships, Calculation of Costs, etc. 

In stock. % 


FIGHTER PILOT EXPANSION, by Russo & Scott: An Expansion/Errata sheet is in- 
cluded now in all Fighter Pilot rules sold by E-Hobbies, 


THE CULLODIAN CONSPIRACY, Galaxy Foundation Games; Science Against Chaos Un- 
leasked; from the Battle for Andromeda Series. 

69x54cem, hexgridded map (different shades of red), ca 50 die-cut counters 
(black on white, and on green; 10 pages of rules (A4-size; typewritten print, 
small letters; i.e. reduced), several pages with Charts/Tables. 

"While this Simulation is complete in itself as a game, it is especially 
meant to tie in to the Simulation 'Star Wars of the Xenon Empire~ Crusades 
Against the Warlords’, in particular, and in one way or another has an effect 
on all other simulations following this one.” 

Contents: Mepboard Terrain, The Three Elements, Collodian Strategy, Friend vs 
Foe~Tech Comparison, Omega Dreadnought, Variable Situations, Alliance Reacti- 
on Chart, Garrisons, Industrial and Military Posture, Posts vs Bases, Trans- 
port of Garrisons, Kons Capabilities, How to Assault Garrisons, Resources, 
Ships Capabilities and Capacities, Convoy Quotas, Effects on this Simulation, 
Scenario Info and OBs, Secret and/or Additional Weapons, Special Weapons of 
the Kons, Ending the Game, Cherts... 

ipestock. 


DIE-CUT COUNTERS; there are two types of counters, of which I have a few co- 
pies in stock (more will follow - but very probably I have enough here to 
deliver you, if you wish the one or other): 

13mm, square counters, 240 counters per sheet, 6 sheets (i.e. 1440 counters), 
six different colours per pack (i.e. each sheet has a different colour); 
16mm, square with rounded edges, 120 counters per sheet, 6 sheets (i.e. 720 
counters), two different colours (and not three as printed on the descripti- 
on given )(at least, that is so in the packages I got up to now). 

19mm; not in stock; I'm not sure, whether they really exist, but wiil find 
out soon; it might be a mistake in the catalogues I've seen. 


HEX OVERLAYS; you can get these plastic overlays (as big as a normal CoSim- 
map) now in three different types: please, state, which one you wish: the 
hexes measure either l6mm, 19mm, or 25mm; all hexes are numbered. You may use 
these plastic overlays to convert any kind of map to a CoSim-map - or to 
Sonvert a map with unnumbered hexes to one with numbered hexes. 

In stock. 


HEXPAPERS, HEXSHEETS, HEXPADS;: as you will see ain the pricelist, there are 
many different types of these; please, mention which one you would like to 
get. Those marked with "36" in the ChN-column of the pricelist are not in 
stock yet, but should arrive in a few weeks. Since most Hex Pads have the sa~ 
me price, you may also allow to send you another pad, if the one you have 
ordered should not be in stock; however, normally all should be in stock. 
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ADVANCED FIGHTER COMBAT, ee by Lou Zoecchi3; Supplement to Basie Figh- 
ter Combat Manual; A4-size, 60+peges, one cardboard insert (twice A4~size) 

(8 top view aircraft drawings: to be used as playing pieces). 

"The advanced game cannot be played until after the basic game (i.e. "Basic 
Fighter Combat") has been learned.” "We think it's impossible to design an 
accurate air to air simulation without a carresponding increase in complexi- 
ty. Since no two gamers ever agree on how much realism is enough, this system 
has add-on rules which can be used or ignored. You control the realism and 
playability mix to suit your personal taste." "Everything essential to Air 
combat is covered by these rules.". "All the pieces in this supplement can be 
used to play Basic Fighter and all the pieces in the Basic Fighter game can 
be used with these rules." 

Contents: Corrections to "Basic Fighter"; Deflection Shots; Ace Bonus; Atti- 
tude Indications; Rate of Roll; Simplified Turning; Accelerations; New Climb 
Penalties; Zooming; Biving; Realistic Turning; Gentle Turns; Racking Turns; 
Barrel Rolls; Immelmann Turns; Split 'S'; Affects af Altitude Performance; 
Power; Climbing; Max Speed Variations;Stall Speeds; Bomber Data; Japanese 
Aircraft; Hurricane Il; Tactics; Sihieae Campaign Game; Designer's Notes; 

Air Wargame Designing Pan miiwes - Many pages are filled with Charts, Tables, 
and especially Graphs, of which the designer believes that they will be under- 
stand by his readers, "because I think yeu gamers are intelligent enpugh ta 
understand them"... Well, let's hope - heaving no idea of the subject (and no 
intention to get any), I can't judge (nor understand...) them. There are 
Flight Graphs (including Math Savers, i.e. lists/tebles which allow you to 
avoid to make the necessary calculations yourself) for many different types 
of airplanes; there also are, additionally to the plane drawings given on 

the cardboard insert (playing pieces) many drawings of several types of pla- 
nes (inclusive some datas), which you may cut out, and there also are several 
pages of Fighter Performance Logs - well, I suppose the Air-War Enthusiast 
will know how to use all this: in any case, it all looks very impressive and 
seems to contain an awful lot of interesting info and data. 

In stock. 


MIG KILLERS EXPANSION KIT, Gamesctence; bf “Mig Killers", ChN 21-23.- 

Two additional scenarios (Firefox! and Rodan vs the Japanese Air Self Defense 
Force); 240 die cut-counters; 538 additional Data 'Cards' for the same amount 
of planes. 

(The counters are partially misprinted and/or imprererly bonded ta the card- 
board; an cxtra-sheet with the silhouettes is included, so that you can re- 
pair eventually damaged/bad counters yourself; it is explained, how you 
should do it.) 

In stock. 


NORAD, Mishler Company; Strategic Game of Air Warfare; original Design By 
Dana F Lombardy, revised by Harry M Mishler and Greg Thill. 

62xSlem map (white on black mainly, a bit of red/pink)(squares), Be See eae 
Northern America; 60 die-cut counters (backprinted; rounded edges; black on 
red and blue), representing American/Canadian fighters, Russian bombers - 

and some Decoy ('dummy') units); 8 pages A-4 size, printed of rules and no- 
tes (actual rules: 4 pages). 

"Norad" is "a representation of a hypothetical nuclear war between the United 
‘States and the Soviet Union in 1962" - a Russian attack of course. "It takes 
only 15 to 30 minutes to play the game. Enjoy playing 'Norad' with your part- 
ner in the time it takes your opponents to finish theizr move in a manster si- 
ze game." 

VC: The Russian wins by bombing US cities (a point value for these targets 

is printed on the mep), the US player wins by preventing this by eliminating 
e:.ough Russian units.- Set up: US sets up all his units in cities (no stack- 
ing limits), the Russian units then move in from the North.- Each turn the 
Russian must bring at least four (of his 31) units anto the game-board; he 
may not stack.~+ Russian bombers mey move up to four equares per turn, US figh- 
ters up to a maximum of six squares; Russian units have to fly at least two 
squares to the SW, S, or SE every turn (and must end all movement if they ha- 
ve reached the most southern row of squares); US fighters, may. d&ly move once 
(and are removed from the game after movement}; US missiles and US decoy figh- 
ters cannot move after initial placement.- Combat is voluntary; the US player 
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announces whcther @ missile will fire or not (the Russian bomber must stop 
when entering a missile occupied square; if not attacked, the bomber may mo- 
ve on or bomb the city); Russian bomber can only destroy cities (and by this 
also the units which are there), US missiles may eliminate Russian units that 
move into the sguare they are in, US fighters may attack Russian bombers (but 
in the US-turn only): in any case both units involved are eliminated. Since 
there are decoy units on both sides, whether one should attack (and maybe - 
waste a unit against a dummy), -or not.- 

Rules for a Solitaire Game are added.- Optional Rules allow the Russian bom- 
bers to start in Siberia and Cuba as well, to start more southern (after ha- 
ving elimineted two radar-stations in.the North), to use sub-launched missi- 
les (starting them one square from the coast of the US); then, Canadian.units 
may be added; and the Russian player has to assign a city to cach one of his 
bombers Sons the start of the game = and only the SPR apes bombers may 
bomb the given city.- 

The original game (cf pubcelis+: it is sold fogether with the issue of "Con- 
flict" magazine in which it got published) has a bigger map; the rules are 
printed on the map sheet; there are some differences in the rules, but both 
versions give cssentially the same game. 

In stock (both versions). 


KAISERSCHLACHT, 5&G Games; The Battle for Europe, 1918. 

Two 72x56cm and two 37x56cm map parts (green, blue, brown on yellow; unnum- 
bered hexes), depicting (total map 19%8x109cm!) the area Calais-Antwerp-Aachen~ 
Trier ~-Lunéville-Vitry-Paris- Montreuil; 500+ die-cut counters (Germans, French, 
British, Belgian, Portuguese, AEF funits) (Inf, Supply, Tank, Cavalry, Artille- 
ry} Pavecsone: some Brigades); 7 pages of rules (A4; typewritten, reduced), 

2 pages of Player Notes ; Charts/Tables on the map. 

"The game may be played as a Campaign Game covering the entire period from 
March to November, 1918, or as any of three scenarios which cover initial Ger- 
man offensives in the Spa: ee Allied counter-blows in the Summer, and the 
final Allied drive in the Fall. 

Each Game Turn represents one day (270+ game turns for the Campaign ames 
and even the Scenarios aren't short, but "during the course of play, however, 
players are bound to reach levels of mutual ehaustion during which blocks of 
turns can be 'skipped over' in order to speed up play"); Initial Movement Pha- 
se ~ Combat Phase - Follow Up Movement Phase; after each Game Turn: a joint 
Unat Recovery Phase, and on the Ist of each game month: an Air Initiative 
Phase (roll for air superiority), and a Replacement/Reinforcement Phase.— 
Units have two movement factors. (of which one can be zero), one for each 

of the two movement phases; terrain affects movement; Suaety Units must roll 

a die before they enter a forest/rough/river hex, and cannot move that phase, 
if the die-roll is unsuccessful; British units (only) may be transferred by 
sea; a limited number of units (4 German, 6 Allies) may be moved by rail: 

from town to town; takes one game turn; not through EZ0Cs/awamps/floodable 
hexes.- ZOCs effect movement, supply lines.- Variable stacking limits, depen- 
ding whether you attack or defend: i.e. only a limited amount of units may 
defend (2 divisions), or attack (2-4 divisions, depending on terrain): other 
units in a hex may not help, but are not affected by combat results.- Combat 
is voluntary; odds ratios; results: exchange, defender eliminated, attacker 
exchange: i-c. attacker has to eliminate as many of his divisions as he has 
tried to attack, and ‘defenders initiative': the defender has three options: 
he may counterattack, retreat one hex (attacking units may advance then), or 
exchange (all defending units and an equal ameunt of attacking divisions).- 
Defensive Positions are printed on the map and give defensive bonusses; en- 
trenching is possible (costs one game turn of immobility).- Supply Rules; Iso- 
lation.- Morale: three Morale Levels; Morale Points are awarded/subtracted by 
the capture/loss of cities/geographic points.~ Reinforcements,~ Replacements: 
eliminated units may recover; they must receive replacements, i.e. Replacement 
Points; die-rolls in the Joint Unit Recovery Phase (once each month) decide 

on which of three Replacement/Refit Tracks an eliminated unit is placed; these 
tracks have different lengths (7, 14, 21 squares), i.e. depending on the track 
a unit needs more or less replacement points; replacement points are available 
each game month (and differ per month/nation).—- Air Power is reflected in Air 
Points; die roll for Air Superiority (the looser may only use half of his APs); 
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Air Points are used for ground support, or to make independent attacks {no 
range limit).- Some Optional Rules (Eastern Front Withdrawals, Greater Austri- 
an Participation, U-Boat attacks on US—Convoys, Additional French Units, Fa- 
ster American Arrival, Flood Zones) are added. 

in Stock, 


1942-EL-ALAMEIN, 1944-CASSINO, 1944-ARDENNE, Atlantic; later maybe also a 
Stalingrad and an Okinawa game; boxed games; rules in English, French, Itali- 
an, and German; very simple games - but they include (non taxic) snap toge- 
ther plastic figures (which look quite nice): if you have all three games, 

you get together a small collection of plastic soldiers, tanks, motor-side- 
Cars, jeeps... 

Maps on a kind of plastified papers: square-grid (14x10 squares) (68x49em 
sheets); the 'maps' are multi-coloured photos, showing same terrain/buildings/ 
‘barbed wire'; the rules are awfully simple - but of course the plastic fi- 
gures can bo used for more complicated games (with Miniatures Rules); essen- 
tially, the rules for all three games are the same: 1-8 soldiers or one ve- 
hicle (tank/tractor/machine-gun/ jeep/motor-sided car) may be placed in one 
Square; no diagonal moves allowed; each player may move in his turn all fi-- 
gures he has in one square to any one of the four adjacent (not diagonally 
adjacent) squares; no figure May enter @ square with a barbed-wire; elimina 
tion of units by entering the enemy occupied square: tanks/MGs eliminate all 
enemy figures in the square; soldiers may eliminate soldiers only; jeeps/mo- 
tos eliminate similar vehicles and soldiers. That's it... 

In 1942~E1l-Alamein you get 34 brown and 32 blue soldiers (25mm) in various 
positions, 2 Flakvierling 38, 2 Tractors, 2 Sherman (plus a fow soldiers sit~ 
ting on the vehicles)(vehicle length: 6-8cm); 1944~Cassino has at about the 


same amount of infanterists , plus 4 Sherman, 2 Tiger, 2 Jeep, 2 BMW 75 motor- 
Side-cars; and 1944-Ardenne adds 2 Tiger and 2 Sherman tanks to the infante- 
ry Sets. 


Since I had no idea how this would look like, and since I don't know how some~ 
thing like this will seli, I have only ordered a few copies of each of these 
titles up to now; they are here =~ more will follow, if wanted. 


THE OLD WEST GUNFIGHT RULES, 1816-1900, Skirmish Wargames; new 3rd Edition; 
by Steve Curtis, Mike Blake, Ian Colwill. 96 pages, AS-size (photo-reduced), 
available with some 25mm plastic figures (10 standing/shooting, 1 haning on 
tree, one riding, one lying under a horse), or without figures. 

Main chapters: The Men, Orders and Commands, Movement, Terrain, Actions, Fi- 
ring small arms, Frontier Hardware (small arms analyzed), Celculating Casual- 
ties, Machine Guns, Artillery, Hand-to-hand Fighting, Reaction, Awareness, 
Fire & Explosions, Indians, Soldiers, Cowboys, Texas long horns & roping, 
Whipping and the tag-of-war, Railroads, River Rats & Salted Canvas, Showdown, 
Drunkards, Skin and Hair fly-(Brawling), Holsters and Leather slapping, Fron~ 
tier Towns, The Gun-toters, Texas=Mexican/US-Mexican wars, Figures conversi- 
ons/painting, Create interesting games, Charts.~ 

In stock. 


WILD WEST GUNFIGHT GAME, Tabletop: some minietures figures will be available 
soon, I suppose: I have ordered them and will tell you then how they look li- 
ke. 


ONCE UPON A_ TIME IN THE WEST, Tabletop Games; Rules For Gunfight Wargames; by 
Tan 5 Beck and John D Spencer.~ Three AS-size, photo-reduced (typewritten) 
rules booklets (564+26+56 pages), a Quick Reference Sheet, and Calculator Dises. 
Rules for Wild West/Spaghetti-Western Role Playing and/or miniatures. 
Contents: Part I: Status, Skills, Physical/Mental Abilities, Move Sequence; 
The Tenderfoot Game: Scale/Movement/Actions, Effects of Wounds on Movement, 
Shooting, The AGRO, Hits, Wounds, Dropping Wweapons/Screaming, Recavery, First 
Aid; The CowlLoy Game: Panic Reaction Test/Chart, Duck=backs, Close Combat, 
Push=backs, Perception, Observation, Smell and Falls; The Hired Gun Game: Or- 
ders, Shotguns, Which Bullet Hits First, Shooting on Impulse, Cover, Shaoting 
in Close Combat, Ruthless Action, Special perception/movement, Stamina and 
Actions, Jumping, Climbing, Feats of Strength, Searching Bodies, Throwing; 
Professional Gun Geme: On Observing a Duck-Back, Friends/Lovers/Haters, Rescue 
of Wounded Comrades, Fanning, Target Sizes for Figures,in cover, Optional 
Shooting Rules, Moving Targets, Firer Moving, Knock-Over Rule, Weak Figures 
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Firing Heavy, Calibre Weapons.-- Part I]: Optional Rules: Horses, Cambat on 
Horseback, Mules/Wagons/Dogs, Close Combat (Dogs); Surrender: Explosives {(Me- 
thods of sctting off explosives, Moving with Nitroglycerine, Explosive reac- 
tion, The explosion, Fires, Oil lamps); Fast Draw: Insults, The gun-down, Ca- 
tastrophe Charts, Drawing; Public Participation Rules.-~ Part III: Point Sys- 
tem: Figure points value, Mental abilities, Physical abilities, Realism 

points bias, Animals, Explosives, Other equipment, Cost of Ammunition, Inter- 
changability/Bulk buying of Ammunition; Weapons: Classification, Construction, 
Firing Actions, Impact Values, Missfires and Loading, Percussion loading, 
Breech loaders, Repeating Metal Cartridge weapons, Results of Missfires, Da- 
mage to weapons and Injury to shootist, Effects of weapon damage, Accidental 
discharge, Jamming, Effects of weapon size; Weapon Charts; Guides to Charac- 
ter: The Four, For a Few Dollars More, The Rojos, The Good/Bad/Ugly, The Mag- 
nificent Seven, True Grit, Alias Smith and Jones, Rio Brava, The Outlaw Jo- 
sey Wales, Edge: The Loner, The James Gang, QK Corral, Bonanza, Gun Smoke, 
Shiloh, Stage Coach, Individual Characters, Make Weights; Game Suggestions. 

In stock. 


THE FANTASTIC WILDERLANDS BEYONDE, Judges Guild; Game Aid for Use With Dun- 
geons & Dragons; 32 pages (A4 size), illustrated; four 55x43cm mapsheets 
(hexgridded; brown on brown), all back-printed (i.e. a total of cight maps): 
2 Desert Lands maps, 2 Sea of Five Winds maps, 2 Elphand Lands maps, 2 Lenap 
maps (isc..Campaign Maps 7-10); the booklet describes the details given on 
the different maps, explains what one will find/encounter there, gives appro- 
priete tables/lists (villages, castles, ruins, citadels, lurid lairs, idyl- 
die 2télands, art works .., 

In stock, 


THE LONG: MARCH, game included in "Little Wars" 11/3; Struggle for control of 
China during and immediately following WWII; for three players (a two player 
Segnario is added). 

4ix28cem map (green, brown, blue; areas); 150 counters (have to be cut-out and 
mounted; bluc, yellow, red, green); 6 pages of rules (plus the entire issue 
ar "Lattie Ware"). , 

The map depicts the area of Sinkiang-Korea-a small part of the USSR-Japan- 
Taiwan-Indochina-Burma-Tibet; the Burma Road is shown as a red line; moun- 
tains in the movement~areas effect movement and combat.- The units are armies, 
air forces, leaders; area control markers are given as well.-- Sequence of 
Play: Jap 4ir Move - Nationalist Air Move - Air Combat/Bombing ~ Air Force 
Return - Jap Land Move - Jap Combat ~- Nat Land Move = Nat Combat - Communist 
Chinese Move - Communist Combat - Check for Jap Initiative (depending on 
areas controlled by Jap) - Reinforcements.-- Move: 1-2 areas per turn; Naval 
Transport of Armies; Leader may move through enemy armies.-- Combat: depen-. 
ding on hationality/type of plane a certain amount of dice (per army/plane) 
is rolled: a roll of 1 means elimination, a 6 means retreat of an enemy ar- 
my (or neutralization of a plane; it can't bomb that turn); units defending 
in mountains get twice the amount of dice than normally; presence of a lea- 
der also doubles the number of dice received.-- Retreat Priorities; Voluntary 
Retreat from Combat; Air Combat and Bombing.-- Combat (i.e. die rolls) is 
simultancous; units in the same area must attack each other, and combat con- 
tinues as long as enemy units are in the same area.-~ Movement restrictions 


depending on nationality (some units may not move into some areas).-~ Japane- 
se units must be able to trace a supply line in the end of cach turn.-~ Rein- 
forcements.-- Victory determined by the control of provinces; if the Japanese 


win or surrender to the US (depending on die-rolls in 1945-turns), the two 
other players must vie for ultimate control of China: Chinese Civil War with 
some special rules. 

A few copies still in stock; I'm not sure, whether further copies will be 
available. 


MICRO FLEET: NAPOLEONIC NAVAL, Tabletop Games; by Steve Birnie.- 15 pages, 
A5-size (photoreduced, typewritten), 4 pages of Tables, Record Sheets Pad, 
Wind Direction Indicator Discs, 25 ship ceunters and ca 40 markers (have to 
get cut out and eventually mounted). 

"A set of rules which are easy to follow and do not involve long complicated 
calculations, but still manage to maintain a high degree of historical accura- 
cy. The game also offers the means of fighting large scale naval battles un- 
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der sail and also eliminates the many hours of tedious work involved in produ- 
cing sailing ship models." 

"The basic game is designed with the view of fighting naval actions involving 
Squadron size forces of up to seven ships of the line per side together with 
their accompaning frigates and smaller vessels. Additional modifications are 
included with the basic rules for fighting large scale actions. In fact, the 
actions that may be fought range from single ship versus single ship duels 

to large scale battles such as Trafalgar, when coupled with the extra ship 
cards which are available as extras ta the basic game." 

The rules explain the Move Procedures, the Writting of Sailing/Gunnery/Tacti- 
cal Orders (which have to be written before the moves), Wind/Movement/Sail- 
ing/Drifting, Alteration of Course, Tacking, Gunnery, Loading, Rarges, Angle 
of Fire, Crew Casualties, Different kind? of firing (at the rigging, into the 
hull), Damages (Mast Damage Indication Diagram, Effects of Damage, Explosions, 
Running Foul), Boarding Actions, Morale, Tactical Factors, Morale Tests, 

Fleet Action Modification, Use of Record/Order Sheets. 

In stock. 


MICRO FLEET: NAPOLEONIC NAVAL: TRAFALGAR FLEETS, Tabletop Games; a supplement 
to the cbove mentioned game. Four additional fleet cards, allowing to replay 

Trafalgar or to-use these extra-ships for other large fleet actions. The fol- 
lowing forces are included: Nelson's Weather Division, Collingwood's Lee Di- 

vision, The French and the Spanish Ships of the Combined Fleet. 

In stock. 


MICRO-—..., ARMY/FLEET-CARDS, Tabletop Games: cf Pricelist for all available 
Micro-Games and additional Army/Fleet Cards; several new ones have been added. 


OVERLAND ENCOUNTERS, Fantasy Factory; by Clint Bigglestone.- Three sets of 
cards (each one with 30 different cards); 1: Ist-4th level, 2: Sth-8th level, 
3: 9th-... level); for use in fantasy role-playing games. 

"These. cards may be used whenever your dice rolls indicate that the party 
has encountered something. The deck may be shuffled and delt/drawn from at 
random or you may decide upon some particular order in which you wish these 
encounters to take place. The cards are ideal for those individuals who are 
addicted to solo play.” 

The "Arduin Grimoire" character creation system and monsters of "All the 
Worlds Monsters" are used. The cards give detailled info on what you encoun- 
ter, how many/which kind of dice have to be ralled, on hit points, armor 
Class, dexterity, strength, intelligence, wisdom, constitution, charisma, 
agility - tells you what the characters will do, which treasure might he 
found (and where), etc. 

First delivery sold out; second and third deliveries expected to arrive soon. 


THERE AND BACK AGAIN, West Coast Games; A Short Journey Through Middle Earth; 
by John Williams. 

24$x20¢cem map (reduced 5mm hexes; green, brown, yellow, blue, black, on whi- 
te): Mount Gundabad-Grey Mountains~Lonely Mountain-Old Forest Road-Old Ford~ 
Rivendell; 100 partially pre-cut counters (rather thin; giving the type of 
unit and the Attack/Defense/Mouvement Factors); 2 backprinted cards (combat 
takes place on the combat card, not on the map; remember: 5mm hexes); 14 pa- 
ges, A5-size booklet, printed. Sologame, but also ¢-players version. eas 
"Fantasy adventure game based on 'The Hobbit': The player attempts to maneu- 
ver the company on the playing map to the Lonely Mountain and back again to 
Rivendell. It is up to you which paths you take and how you handle your en- 
Gounters.” 

The player moves the company, checking for getting lost (depending on terrain 
and die roll) - rolls for ecnounter (depending on area type and die roll; if 
there is an encounter: amount of creatures determined by die roli/type of 
creature - if charcters have been captured before: check (die-roll) whether - 
these are killed by their captors (depending on time they are captured) - 
decides whether the Ringbearer will use the ring this day ~ Ringbearer, may- 
be also company might attempt to escape from the encountered creatures (de~ 
pending on presence of magical swords and type of encountered characters) - 
if not: prepares for combat: sets up creature and character counters on com- 
bat card, af the creature is hostile - combat simultaneous; difference bet- 
ween AF and DF/die-roll/CRT, both parts attack and defend simultaneously - 
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only the Ringbearer has, before the other melees, one ‘Free Shot! (he can at- 
tack without being counter~attacked) - after combat-round: Fleeing Option of 
the Company and/or Ringbearer (depending on MFs of bath parts, on tyne of cre- 
ature, on presence of magical sword(s), on die-roll); if successful, the play- 
er rolis for pursuit - if all creatures are killed: captured cheracters/magic 
returns to the company =~ then player rolls to see whether creatures pursuing 


from previous turns catch-up to the company (eventually: eagle rescue) — and 
this can lead to additional combat - finally, the Ringbearer may attempt to 
rescue. one group (if the company is split) of captured characters... Of cour~ 


se, the Ring has first to be found... 
First delivery sold out; next delivery arriving in the end of February. 


NEXT ARRIVALS: An awful lot of games are ordered - and of many I know that 
and when they will arrive (according to the invoices I have got); however, of 
one large shipment the invoice didn't arrive - so that there can be even sur-~ 
prises of some earlier arrivals and of some not mentioned titles (this ship- 
ment will arrive here in a few days) : 
In the end of January/early February: Italian Campaign, Chung I, Txolis & 
Trollkins (Runequest-supplement), Scorpion Men & Broos (Runequsees supplement )¥o 
Mercenary! (Traveller-suppl), 1942! (GDW, 120-series game; Japan invades Malaec 
ya, the Philippines, Java), and the new French games (French rules only): Sol} 
PEEiney Magenta, as well as some dozen SPIs. Soerceror's Cave, probably 
In_mid/fend February: Guide to Diplomacy, Stomp, ie EY Diplomacy Variants 
Book, Frontier Forts of Kelnore, Dé&trier, Uncle Ugly's Underground Doom, Si- 
‘mian Conguest, Panzerkried, sticks & Stones, Bifrost 1-3, Reaper Fantasy 
As soon as printed I should get:' The Golden Hort, Cyborg, Total War, Malaya 41 
(I already saw the four-colour+covers, which Look impressive, and hope that 
_the games are in print now) 


I have ordered and should get in February/March: Dungeon eieomial Certificats, 
Multi-Planning Hex Pads (might arrive later), Non-Player Character 6M 1 Module, 


Spaceport and Space Colony Scenics, What Price Glory?, Wizard's Aid, Of Skulis 
& Scrapfaggots, Dragon Crown, The Great eS Salerno, Bataille de eee one 
Eylau, Bushido, Traveller Reference Screens, Sharpsburg, Sorceror's Solitaire, 
Panzerlcader 1940 Variant Counters, Art of Siege Quad, Great War in the East 
Quad... Battle-Sphere, Direct Conflict in Dimension Six 

All these games have been ordered in November/December/mid-January - if “they 
are in stock there, they should already be mailed out to me. 

Some games, which are announced, but not in print yet, are also ordered: D&D 
Module S-1, Snit's Revenge, Divine Right, Fantasy Trip, GEV-Expansion, Stellar 
Conguest 2nd Edition, Godsfire~Tac-Module, Hymenoptra ~ don't get nervous: as 
soon as these games are aut, they will get mailed to me. Others: cf Pricelist! 


egy) 
Stodk! 


ICE WAR, Metagaming-mini; simulates a raid on the Prudhoe Bay oilfields from 
over the polar ice cap. Cf CHN 31,5 
im, Stack, 


BLACK HOLE, Metagaming-mini; a two player tactical space game; Asteroid mining 
Cartels battle with futuristic combat units. Small map, thin counters, rules 
booklet. 

In stock. 


SPIs: Cf notes on pricelist; actually, some more titles than mentioned there 
are in stock - but only a very few copies of these, so that I didn't mark them. 
But try your chance... (Some titles, however, are very difficult to get: J am 
trying for months now to get "War in Europe", "Spartan" ~ and I am still wait- 
aA Ginc <.) 


MOMENTARY OUT OF STOCK: The following games have been out of stock in the US 
as well, so that I couldn't replace the copies sold; these games are reordered 
and should be in stock again soon - well, as soan as my deliverers get them: 
Source of the Nile (got sold toefast...), D&D Collector, Dungeon!, Kingmaker- 


Expansion- Expansion-Cards, Non-Player Ghat serretens Grand Imperialism (arrive end Feb), 
Cross af Tron, 


PRICE CHANGES (already incorporated in the new price- -~List): TSR raised the 
price of Empire of the Petal Throne (+%2+), GDW raised the prices of a large 
amount of their games (425¢/ 481/481. 25/+82. Litas) 


OUT-OF-PRINT-GAMES: Cf Pricelist (marked ‘op'); only 1-6 copies left! 
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TROLLS AND TROLLKIN, Chaosium; by Ray Turner; “"Runequest" Source Pack Alpha. 
A4—size, 20 pages. 

"This is the first of a series of pre-rolled monsters books, each monster 
different and each generated by computer to eliminate any conceivable bias. 
More such works, possibly presenting entire tribes of a specific monster or 

a selection of several monsters, are planned. They provide a way to use the 
variety inherent in the 'Runequest!' system, in which each monster is an in- 
dependent character, without the necessity of extensive preparation by the 
Referee. Important: these monsters will be useless to you unless you have a 
copy of 'Runequest:' rules." 

The following information is given for each monster: type of monster, identi- 
fication number (names may be substituted by the GM); 5 tu/Ink/Pou/eoa/neL (Sa. 
Attack or Parry percentage; monster's Strike Rank (with given weapon); Defen- 
Ce percentage/Damage Bonus/Movement class/Treasure factor; protection which 
the monster's armor provides, by body areaj; Spells which the monster knows, 
and their strength; Skills which the monster has, and their percentage of 
effectiveness.- A tital of 168 Dark Trolls and Troelikins. 

In stock (just arrived). 


CREATURES OF CHADS 1, Chaosium; by Ray Turner; "Runequest” Source Pack Eeta. 
SCORPION MEN AND BROOS is the subtitle of this booklet, but the one under 
which it is announced by Chaosium; note that both titles mean the same book- 
let, (Price cf Pricelist, page 5, addendum after the alphabetical list of 
Role-Playing rules!); A4d-size, 20 pages. 

The same type of booklet as the "Trolis and Trollkins" booklet, which is des- 
cribed above. Adds the monster's Chaotic Feature, if any. 

45-scorpian Men, 54 Broas, 

Imceveck (Just arriwed 


MILITIA & MERCENARIES, Chaosium; "Runequest" Source Pack Gamma; not published 
yet; will arrive later. 


ALL THE WORLD'S MONSTER 1 is out of prints 2 Tew Copies Teriy sk cals verses 
out-of-print games on the price-list. 


MAGENTA, 4 JUIN 1859; Jeu Défi; CoSim-game; with French rules only; other. 
games of the same designer (Jean-Pierre Défieux): "Napoléon a Austerlitz" 
"1870", "Solferino” - all with French rules only. 

8Bx62cem map (actual playing area: 55x62, the rest of the space is used for 
playing aids: tracks, tables etc)(red, pink, blue, black on white - like all 
maps of this company: very professionally made and good looking; numbered he- 
xes), depicting the area: Buscate-Marcella-Corbetta-Castelletto-Sozzago-Romen- 
tino-Turbigo; ca 80 counters (on thick cardboard; partially pre-cut; white on 
blue, ved, and green)({inf, cav, arty; brigades); A4-size, printed rules book- 
let, 24 pages (page 1-15 Historical Backgroundi with maps, illustrations, tab-~ 
les; page 16-20 Order of Battles with the names of the Divisions and Briga- 
des Commanders and the identifications of the appropriate units; Bibliogra- 
phy; page 21-25 actual rules of the game. 

The game simulates the battle between the French Army (Nap III) and an Austri- 
an Army: (GenlGyulad )t 8 turns (Cl “turne= 1b actual hour) (12 noon = 4 pane lsetme 
map has a scale of 1:21875 (one hex: 350m). 
The counters ere backprinted: one side gives the identification number, the 
symbol (NATO-system), the combat and the movement factor; the backside omitts 
the combat factor (the movement factor is still given), and additionally 
shows the hexnumber for the initial placement: this allows a game with limit- 
ed intelligence (optional; a special table allows you to always check the 
combat strength of your unit, so that you don't have to check perpetually the 
backsides of your counters - ingenious, isn't it?); some units are marked 
with 'R' and a number: these are reinforcements (the number gives the turn 

af their srrvaval). 
Sequence: French replacement - Freneh moves —- French combats - then the same 
for the Austrians.- Movement: as usually; no stacking after movement; zones 
of tonmtrol CEZDESEZUC not allowed, EZOC-ZOC-EZ0C allowed); some hexes can't 
be in a ZOC (marked on the TEC: like villages), some are only controlled from 
the protected hex (trenches), some can enly be controlled from the upper (in 
French ‘hadt') and not from the lower (*bas') hex; “MPs ere spent to enter 

a hex; additional MP-costs to enter/leave an EZOC (1 MP).- Combat: mandatory, 
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if starting in an EZOC (remember: you may -pass EZOfCs pay spending 1 MP during 
the mavement phase); odds (affected by terrain); results AE/AR/DR/EX; exchan-— 
ges according to the printed value (no terrain effects); retreats: the victo- 
rious player retreats the units of the other player; like in NAW. (etc), it is 
possible to push back other ennemy units by retreating one unit (no stacking!), 
after this: advance after combat possible.- Artillery: range 8 hx (French Ar- 
ty), 4 hxs (Austrian Arty), but affected by berrain (cannot shoot through 
“woods, nor move into wood hexes; can't shoot Ons villages; ne kind of river 
protects against Arty; range augmented by one hex if shooting downwards ('Es- 
carpement!), blockages don't count then; no bombardment possible upwards, 

but direct combat with arty-unit possible in this case alsa); arty can shoot 
into villages/woads _{but:not through these hexes); if arty is in a woods/ 
village/Mareg¢ages hex (possible on road only for Arty): auto-elim if attack- 
eds; arty-retreat (bombarding arty only): choice of owner, non-mandatory.- 
Reinforcements: units marked with R on one side (number: arrival turn); rein- 
forcements can be delayed, if wanted; if entry hex occupied: either entry. fur~ 
ther East, or essay to force the entry: battle: all or only a part of the re- 
inforcements may fight against blocking ennemy units; if successful: those 
units participying may enter (the others one turn later); if unsuccessful: 
all (the fighting,not the non+fighting) reinforcement units eliminated; if 

an entry hex situated more eastern is choiced: entry delayed (depending on 
MPs which would have to be used to reach this new entry hex, calculating 1MP 
per hexs«- Elite forces: an arrow on the counters shows whether a unit is bet- 
ter than the average (elite) - the arrow shows upwards --, or worse (the ar- 

_ cow shows downwards; if an elite unit takes part in a combat, the owning 
player may increase (attack) or decrease (defénse) the CFs (only one point 
per combat, no matter how many elite units participate); if an inferieur unit 
takes part, the other player may add/substract one point of the CF; if such 
an unit is attacked by bombarding arty (only): no changes are made; whether 
one wishes to use this option or not is decided after the die-roll.- Demora- 
lisation: eliminated units get counted (combat factors) on a losses track; de- 
moralisation, if 50 points are reached; immediate effects: one odds column-- 
worse than normal (a 2:1 gets 1:1 or 3:1, depending whether the demoralized 
army attacks or defends); if one army is demoralized, the other army cannot 
get demoralized anymore.~ VC: the normal game starts with turn 5, but you al- 
so have the option to start with game 1; it is finished, when one army is 
eliminated, or when turn 12 is reached, in both cases. Once finished, the two 
players counts his combat factor points lost, multiplies this number with 
three, and adds points for controlling certain geographical aims. 

The game is not in stock yet, but ordered; it should arrive here any day. 


FRENCH RULES: As before, I am repeating the rules of "Magenta" and "Solferi- 
no" in a manner, which should allow the. experienced player to play the game 
correctly (i.e. in the manner it was designed), even if you can't understand 
parts or anything of the Frene written rules; I hope this will be helpful. 


SOLFERING, 24 Juin 1859; Jeu D&fi; CoSim-games with French rules only; cf aba- 
Ve. 

88x62cm map (playing area 54x62cm; numbered hexes; blue, red, pink, blank, on 
white), depicting the area Lake of Garda-Peschiera-Valeggio-Pozzolo-Castle 
Grimaldo-Medole-Castiglione=-Lonato; 80 counters (thick cardboard; have to be 
cut; backprinted; inf, cav, arty}; division); printed A4-size booklet, 24 pa- 
ges (1-15 Historical Notes; 16-19 OBs and leaders; bibliography; 21-24 rules} 
The game simulates the Battle of Solferino, a French-Sardian army under Napo- 
leon III versus an Austrian army under Franz-Joseph I. Map scale 1:25410 

(1 hex = ca 400 m); 17 turns, the first two turns representing each two hours 
of real time, the others one hour of real time; the battle goes from 2 a.m. 
Until 8 pam. ; 

some rules are identical with the rules of "Magenta"; I shall refer to that 
with the note ‘cf M', i! 

Counters: cf M.~- Turn Sequence: cf M.- Movement: cf M.- ZOEs: cf M.- Artille- 
ry: cf M.- Reinforcements: cf M (entry farther east as well, when entry hex 
is blocked by enemy units).- Awdy: Range ¥ & hex , A 3 hexes, ~ 

Night Rules: turn 1 and 2 (2-6 am) are night turns: no arty bombardments al- 
lowed; if arty units fight from adjacent hexes, their CF is halved; Austrian 
units may move only, if either having been attacked. or being not farer away 
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than 5 hexes of a combat; their MPs are reduced by 2 points; the first French 
attack :in one of these two night turns gets a bonus of 2 points on the die- 
roll (surprise).- 

Demoralisation: cf M, but here 100 points of CFs lost means demoralisation; 
same effects as in M. If the second player also reaches demoralization, the 
game- ends (his forces are not demoralized, but too tixed). If the French 
players gets Peschiera, the Austrian CF losses/demoralization marker gets 
moved 20 points upwards. 

The game ends after 1/ turns, or if all units of one player are eliminated, 
or if both armies are demoralized/tired. 

VC: CF points lost’ multiplied with 3; VPs added for the control of some geo- 
graphical aims.- 

As in "Magenta" the game can be played with limited intelligence as well (by 
using the backside of the units, cf M). 

Not in stock yet, but expected within a few days. 


MAGENTA and SOLFERINO, both, have some optional rules which I didn't give 
above: possibilities of omitting rules, of adding rules of the other Défi-ga- 
mes, and possibilities to start the game earlier, to cancel the night sur- 
prise rule, to use other ranges for the arty, etc. In my opinion, these ru- 
les (optionals) are of minor importance, and, actually, you can make up such 
changes yourself easily, if you wish. 


MERCENARY, GDW; Science Fiction Adventure in the Far Future; Book 4 of "Tra- 
veller".- A5-size, printed, 52 pages. 

_ Contents: General Background, Required Material, Die Rolling Conventions; 

The Regular Army-O: Background/Acquiring Skills, Expertise/Special Assign- 
ments/Reenlistment and Mustering Out/Changing Arms of Service/Term Skills/ 
Multiple School Assignments/Resumes/Skills/Sample Resumes; Tickets: Legal 
Conditions of the Ticket/Hiring On/Remuneration/Sample Tickets; Recruiting: 
Training/Organization; Battles: Traveller Combat System/Abstract System/Free- 
Form System; Ironmongery: Equipment/Overview of Equipment; Field Artillery.- 
imecs:tock 


1942!, GDW; A complete histerical game/simulation of Japan's opening moves in 
he Pacific War. A Series 120 Game, playable in two hours 

6x42cm map (white, green, red, black in blue; numbered hexes), depicting the 
rea Rangoon-Hainan Island-Philippine Isl-Palau-Amboina-Java~Padang, i.e. 
urma, Siam, Indo-China, Borneo, Celebes, Java, etc.;ca 110 counters (die- 
ut; black on blue, violet, green, red; red on white)(inf, guards, MGs, arty, 
ara, amphibious, tank, arm cav, garrison, air, fortress; battalions-divisi- 
ns); 6 pages of (printed, A4-size) rules. 

''1942' is a chranicle of the military events involved in the Japanese cam- 
paign against Malaya, Java, and the Philippines. The game covers the initial 
Japanese attacks, and the succeeding operations against the various areas." 
10 turns = Dec 41-May 42 (1 Turn = ca one-half an actual month).- Except in 
Turn O (Japanese surprise attack))and no Allied turn), the Allied player be- 
gins a turn: Movement (land/air/naval) - Combat.- ZOCs: none for empty fort- 
resses and aix units; stop in EZOCs (exception: amphibious operations); sin- 
ce EZOCs extend across/into sea hexes, some naval paths can be barraged by 
ground units.- Stacking: no limit in fortresses, none for land-basec air- 
units in cities; only four inf (and unlimited other) units; stacking limits 
aplly all times.- Land movement: 5 MPs for all units; some terrain prohibit- 
ed for some units; island hopping (by expending all MPs for crossing the one 
full sea hex) possible, if landing hex not in EZOC; disrupted units: MF re- 
duced by 3 points (to 2 MPs) until undisrupted; in some hexes a unit may be 
on one of several small islands or ashore a bigger island as well: it may 
select, where it actually stands (and may not be attacked, if separated by 
water from its potential attacker).- Air units: land-based air units may be 
moved from friendly city to friendly city (8 hxs)(and may also retreat, if 
having been attacked, in. the same manner); if it only moves from one city 

to one other, it may fight in the same turn - if it goes further (always in 
jumps af max 6 hexes), then it can't fight; air-units don't leave the base, 
where they are staioned, to fight: the exerce an air umbrella around this 
hex; the Japs have naval air units, which use naval movement and which can't 
leave their base.- Naval Movement: E-ch nation (Jap, Brit, Dutch, US) gets 
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a certain amount of Naval Movement Points (NMPs) in the beginning of the ga-~ 
me (which can be reduced by enemy attacks during the game); 1 NMP allows one 
unit (any size/type) to be moved from friendly port to friendly port (no 
units may remain at sea); the movement must be traced along sea hexes out of 
EZOCs.- Amphibious Tee tone 2 NMPs allow to move from friendly port to 

any coastal hex (one unit); this movement may end in an EZCl; by this, the 
beach landed on becomes a friendly port (until a true port is attained); a 
few additional rules concerning invasion, evacuation, use of NMPs are added.-— 
Jap Airborne Troops: 8 hexes range from Jap land-based air unit.~ Combat: 
voluntary (and not all units in a stack must participate, nor are not fight- 
ing units in a stack affected by the result); odds; die-roll modificatisns 
possible; results: retreat (2 hexes; it is allowed to retreat into or through 
EZO0Cs), disruption (CF halved, MP reduced to two; disruption for two player 
turns), elimination, surrender (only result affecting units in fortress).- 
Die-roll modifications: air support (unit in umbrella-range of air-unit) gi- 
ves a +1 on the die-roll; amphibious attacks: -l.--Supply: units out of supp- 
ly can't attack; supply lines (to cities, fortresses, ports); supply has no 
effect on moeyement and defense.- Air Units: air umbrella (range: 4 hexes if 
dand based, 3 hexes if navail air); can be added (die roll +1 per air unit) 
to attack/defense; if a unit moves into an air umbrella hex during naval 
movement: dae roll and distance get compared and may lead to elimination of 
unit (and loss of transporting NMP).- Special Rules for Jap Para, American 
Unpreparedness, Filipino Movement Restrictions (may not leave the Philippines) 
Allied Naval Movement Restrictions, Treacherous Seas (naval movement prohibi- 
ted in some hexes), Open Cities (intrinsic CF and ZOC for cities), Assault 

cn Hong Kong (Jap die-roll each turn until Hong Kong capitulates), Campaign 
against Burma (Jap forced to garrison Siam/Burma), Naval Transport. 

VC: Jap gets VPs for each fortress which has surrendered and for each enemy 
unit which has surrendered; the Allied player gets VPs for each surviving 
unit and for each enemy unit which has surrendered.-~ 

Notes, how to play the game are added, i.e. the set-up is given; a more libe- 
ral disposition of the forces is given as well. 

In stock, 


STARBASE SCENICS, Sartore; Tau Ceti Spaceport; 3-D Cut-Out Structures for 
Science Fiction & Fantasy Wargames; 25mm scale. 

12 cardboard sheets, which allow to form cuboctahedron, dodecahedron, icosa- 
hedron, tetrahedron, rhombicuboctahedron, ezc polyhedrons, of which the spa- 
Cceport can be formed. 
In stock: The Tau Ceti Spaceport is in stock, the Tau Ceti Colony will follow. 
Correct price on price list: page 5, poadaeren addition: 

Spaceport Scenics: 9.80 (C), Space Colony: 10.80 (Cf). 


THE DRAGON 21, TSR, has arrived; Contentents: Revisted ‘search for the Nile’ 
rules (cf TD 20 with review/suggested rules alterations/additions of "Source 


of the Nile"); The Hall of Mystery (a do -it-yourself D&D module); Rail Baron 
(a future classic dissected);"Dungeon{": additional, optional rules (new 
pe ene) new prizes, new monsters); Agee on “The Dragonlords", "Olym- 
pica", "King Arthur's Knights", the book "Silmarilion"; notes/variants to 


Wide cha ent, ‘toa the use Se ase e to the D&D-inflation; and the Designer's 
Forum with several articles. 
In stock, as well as most of the former issues of TD (cf pricelist) 


TSR informs, that a) there will not be a Dec LW issue, nor b} a Jan TD issues: 
both zines will come out in a new format in February; the delays are partial- 
ly due to surgery the Managing Editor had. 

Furthermore, the US paper prices raised 13% in December: since most of our 
games/rules, etc are paper-based, some price raises can be expected soon, I 
fear. And it also may be that the subscription fees of US-zines get raised 
because of this. Well, we shall see... 


MY POST OFFICE just informs me that some other boxes with games are expect- 
ing me after the upcoming weekend... I suppose, that many of the expected ga- 
mes (cf page 12, above) will be there. But I definitely have to stop this 
Reoue oF Ch flews here ~ or you never will get it: I have to leave for the 
NUrnberg Toy Fair in a few days... Note therefore: no deliveries possible 


from ca Feb 1 —- Feb 113; next CHN: ca end Feb/early March. nes, Ue aie 


